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• T his mouth you’ll finally get an 
in-depth look at the Super NES game 
that we’ve all been impatiently 
awaiting: Super Mario World 
We’ve devoted 16 pages to screen 
shots and descriptions of many new 
areas that you’ll be able to explore 
in this huge new game, along with 
special techniques that will give you 
an edge over some of the offbeat 
enemies you’ll meet there. The 
action starts on naee eiffht. Dij? in! 


• Our Super NES Showcase depart¬ 
ment presents short takes on Cas- 
tlevuia IV, Final Fight and 
SimCIfy. Castlevania IV, of course, 
is another installment in the saga of 
the Belmonts, but Final Fight is an 
all-new action game that features 
boxing, brawling brawny types mix¬ 
ing it up on the streets of America. 
See what enhanced graphics and 
sound can do for street lighting! 
And computer buffs will be intercst- 

ed in seeing the 
Super NES ver- 
1 Sl0n SlmCity. 

I a good 

I example of how 

■ A I the selec- 

j tion of games for 
J I the new system 
*7jr JT 1 can be. 


J* I * I bis month’s 

Jf J\ Game Boy lineup 

W <f leads off with 

7 I Final Fantasy 

I Adventure, one 

I of the best Game 

I Boy games yet, 

I according to early 

I reports. Review- 

I ers rave tbat it’s 

I very deep and has 

I action similar to 

I The Legend of 

_I Zclda for the 

NES. Another big 
NES hit coming for Game Boy, 
Tecmo Bowl, is also featured. If 
you liked the original, you won’t 
want to mass this version! 


• NES features for this issue in¬ 
clude Smash TV, WIRM, Kick 
Master and Star Wars. Smash 
TV ip an unconventional shoot’em- 
up depicting a game show of the 
future. WIJRM, a holographic jour¬ 
ney to the center of the earth, pits a 
crew from the Overworld against 
the evil agents of the Underworld. 
The Kick Master is a typical martial 
artist with a twist: he also incorpo¬ 
rates magic into hi9 act. And Star 
Wars is a challenging space journey 
based on the mega-hit film trilogy. 
Naturally, it stars Luke Sky walker 
and other favorites from the movies. 


• Be sure to take a look at Player’s 
Pulse this month. When wc asked 
for your ideas for Player’s Poll Con¬ 
test prizes last May, we expected 
tons of letters and we weren’t disap¬ 
pointed. First, check out some of 
the suggestions that wc considered 
(some more carefully than others!) 
in our letters department, then turn 
to the Player’s Poll Contest to see 
what the winning combination was. 
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SuperMarioWorld'8 

Mario's new Super NES world is the hugest 1 . With so many places 
to explore, he’s lucky to have Yoshl. 



STAR WARS 26 


Starfighter Luke Skywalker battles the dark side of the Force in 
an action-packed new NES game. 

SMASH TV 34 

Game shows of the future play by a whole new set of rules! What 
would you risk for a set of new luggage? 

KICK MASTER 42 

With super strong feet and amazing magical feats, the Kick Mas¬ 
ter rids the world of everything evil. 


WURM 48 

Journey to the center of the earth to discover the mysteries of an 
ancient conflict. 


I^^HSNES SHOWCASE H 

CASTLEVANIAE70 


£ 


SIMCITY 74 
FINAL FIGHT 77 


^^HTIPS FROM THE PROS^Hl 

NESTER’S ADVENTURES 24 
CLASSIFIED INFORMATION 38 

COUNSELORS* CORNER 84 

■■■■VIDEO UPDATESMHMH 

NOW PLAYING 80 

Tons of new titles create a box office blitz! 

PAK WATCH 92 

It's your early ticket to coming attractions. 

GAME 

FINAL FANTASY ADVENTURE 52 

The legend continues on Game Boy! Strategic thinking and perseverance are 
the keys to success. 



TECMO BOWL 62 

One of the best football games ever comes to Game Boy in a version that is 
true to the original NEa hit. 

MARBLE MADNESS 64 

Make your way through the mazes in a mad race against the clock. It’s a 
marble-rolling, rollicking good time! 


PLAYER’S FORUM 


PLAYER'S PULSE 6 

NES ACHIEVERS 68 

PLAYER'S POLL CONTEST 82 
TOP 30.88 


THE CNFO ZONE 


CELEBRITY PROFILE 91 

BULLETIN BOARD 98 
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AND THE WINNER IS... 

Thanks for sending your suggestions for future Player's Poll Contest 
prizes. Some we'd already done, some were interesting but impos¬ 
sible, some were just plain weird. Of the ideas involving the American 
Gladiators, the most complete one was sent by Chris Porco of Demitt, 
Michigan. See his idea et work on page 821 


We thought you'd like to hear some 
of the other ideas readers sent in, so 
this month we're devoting Player’s 
Pulse to your suggestions 

Tons Of Toads 

think the new grand prize 
should be lightweight suits of 
Zitz, Pimple and Rash, along 
with a Battletoeds game and some 
Battletoads comic books. 

Chanca Gray 
Pittsburgh, PA 

We've passed your suggestion on 
to Tradewest, Chance. They said 
they'd get hopping on it right away 

Mario’s Agent Writes 

ario is still popular, but I 
thought ha might like the 
publicity so I thought that a 
good prize for the Player's Poll 
would be a life-size Raccoon 
Mario made of Legos. 

Lea Yuhas 
Johnstown, PA 

Not a bad idea. ..if we could only 
figure out how big a life-size Mario 
would be. Two inches? Maybe 
three? 


One Tornado To Go 

would like the grand prize to be 
an ectual life simulation of 
SimCity. The winner should 
become the mayor of his own city 
and natural disasters should 
devastete it. 

Brian and Byron Wong 
Templa City, CA 

We thought about doing this one, 
but we haven't been all that suc¬ 
cessful controlling natural disas¬ 
ters. The mayor-for-a-day would be 
really disappointed if we missed 
and hit the wrong city. 



Bring ’em Back Alive 


n tradition with FCI's RPGs, my 
grand prize suggestion is an 
adventure like none other for 
the winner and six friends. They 
will travel through a barren waste¬ 
land filled with the deepest bogs 
and swamps and some of the 
most wretched creatures imagin¬ 


able, then explore the deepest 
dungaons of the world, traveling 
through disease-infested mazes 
and encountering patrol groups of 
the really nasty villain, who they 
will face et the and for a grand 
finale. He'll possibly be either a 
powerful magic-user or a huge 
barbarian or demon from the 
Astral Plane of Existence. 

Michael Raber 
Tequesta, FL 

Right, and we could bill it as The 
Last Contest You'll Ever Enter. Our 
goal is to thrill the winners, not kill 
themI 

Better, You Say?! 

hen I heard about the 
Final Fantasy Treesure 
Hunt, I thought it was a 
great idea. How about a Final Fan¬ 
tasy II Treasure Hunt based on a 
great new sequel? But make this 
one even better, with more friends 
along with you and stuff like that. 

Gaorge Valariano 
Santa Barbara, CA 
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We Beat You To it 


Mansion Mania 


A Real Blast 


H ow about e Super NES for 
the grend prize in a Player's 
Poll Contest? It isn't es 
expensive es a new Porsche, end 
although ten million dollars is 
tempting, I think I would still rether 
have e Super NES. 


Barry Bogart 
Port Crane, NY 


Great idea, Barry, but if you check 
out fast month's contest, you’ll see 
that wa already thought of that 
Great minds think a/ika, they sey. 
As for tha ten million, we're work¬ 
ing on it 

Science isn’t Ready 


U se the latest genetic tech¬ 
nology end insert the DNA 
of e reccoon into the win¬ 
ner's cells so they cen be more like 
Merio, 



Kofi Fox 
Aloha, OR 


We thought pretty herd about this 
one, but tha scientists wa consulted 
told us that genetic replacement is 
e little bit iffy right now. Tha winner 
might get some of Raccoon Meno's 
super capabilities... on the other 
hand, he might just end up with en 
irresistable urge to rummage 
through gerbege cans. 


Y ou aeked for a greet 
Player's Poll Contest prize? 
How ebout this: The win¬ 
ners end friends pley Maniac 
Mansion for reel. One, of course, 
would be Sandy, who needs to be 
rescued. You would heve to find e 
mansion somewhere that the 
group enter Just es they do in the 
geme. Nintendo Power staff could 
ect out the parts of Weird Ed, 
Dead Cousin Ted, Nurse Edne, the 
Tentacles, and lest but not least. 
Dr. Fred, 

Charlaa Jansen 
Washington Inland, Wl 



We liked this idaa, but when it 
came down to choosing parts, we 
ell wanted to be Dead Cousin Ted. 
Everyone, thet is, except for Editor - 
in-Chief, Gail Tikfen, who refused 
to wear a costuma. Of course, she 
wouldn't heve hed to c henge her 
appearance in tha least to play 
Nurse Edna. 


I think you could make e great 
contest based on The Rocke¬ 
teer, The grend prize could be a 
reel jet pack, like the one The 
Rocketeer uses to get around. It 
would be so cool to show up for 
school using the jet packl Other 
prizes could be movie passes and 
comic books, I think you should 
use my idee, reellyl 

Shayna Long 
Daa Molnea, IA 



If tha jat pack really worked, 
Shayna, we wouldn't give it away. 
We'd use it oursefvas. 

Finally, The Winner 

Chris Porco suggested having the 
winner meet the American Gladia¬ 
tors and actuel/y try soma o f their 
stunts with friends. See ell the 
details in this month's Player's Poll 
Contest/ 


How creative are you? We've seen 
Marios made with Legos, Mega Man 
made of day, and even Bowsers made 
of papier-machi. Create your own 
Nintendo characters or scenes from 
Nintendo games in some 3-D media, 
then take a picture of your master¬ 
piece and send it in. We'U print the 
Best photos. -M 
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You've never 

Mario World I It's the setting for the 
latest, greatest adventure of the Koopa- 
crushing champ, Mario, and it's all new 


Super IMES! Jump into the action 
as Mario takes on a sidekick, iearns a 
ton of new tricks and searches for the 
princess in the land of the dinosaurs! 



Super Mario Knows Adventure! 


Our part-time plumber and full- 
tima hero is no stranger to thrill¬ 
ing adventures through fentasy 
lands. And, with every incredible 
journey, he's learned new ebrti- 
ties that have helped him keep a 
leap ahead of his outrageous 
adversaries. Just look at how 
much Mario has grown I 


SUPER MARIO BROS. 



In his first wild ramp, 
Mario discovered thru 
Snper Mushrooms 
nrndn him htg nnd Fire 
Flowers added a spark 
In his nttach, Lnnk out 
Bnwserl 


SUPER MARIO BROS. 3 


n 


With a wnrdrohn nf 
nwoanmn snlts, Marin 
wna nhln tn swim with 
apnnd, tnss Hnmmnr 
Bros/ Hammers nnd 
even fly In hla 
mwulng third jnnraey. 


SUPER MARIO BROS. 2 


Whnn Mario dreamnd 
np thn Innd callnd 
Snh-Con, hn was Ohio 
to call nn hla Mnsh- 
room Kingdom co¬ 
horts for anmn mnch 
itsnded analsiancn. 


SUPER MARIO LANO 


n-Wrio 


s.*s 


,*!*»i.* 

Hi* 1*1 171 


In hla grant Qnmn Boy 
advnntare, Mnrln 
galnnd nn ndvantagn 
over hla npponnnta 
with thn (ncredlhln 
hnnnclng Superhall. 
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With a steady diet of Super Mush¬ 
rooms and Fire Flowers, Mario has 
always been able to grow big and 
shoot Fireballs. Now, by touching a 
mysterious Cape Feather, he can 
also take to the sky and drift slowly 
back down to earth. The diagram 
on the right shows just what it 
takes to cause Mario's transfor¬ 
mations. 


Super Mushroom Fire Flower 


Cape Feather 



Ycshii 

Yoshi! 
Yoshi! 

Yoshi has three special abilities 
that are triggered when he swal¬ 
lows Koopa shells of certain 
colors. He also has three cousins 
who come in those colors and 
carry one of Yoshi’s special traits 
when they swallow any shell. You'll 
discover them in the elusive Star 
World. 


Blue Yoshi 

By tilting dnwn nn n tanty 
turtln, thin hlnn twondnr twill 
gnln the nblllty ts fty fnr n 
fmw seconds 


Yellow Yoshi 

Whnn Yoshi’s yellntw coesln 
eats 9 Knopa, he’ll he ehle to 
nhskn thn gronnd with nnper 
ntrong jnmps. 


The land of the dinosaurs is crawl¬ 
ing with Koopa-controlled crea¬ 
tures who aim to keep Mario from 
conquering King Bowser. Lucky for 
Mario, though, there's ona dino¬ 
saur who'd like to sea Bowser beat 
just as much as he would. He's 
Yoshi, a rollicking reptile with an 
appetite for menacing meanies. 
He’ll carry Mario through some 
tight jams, but he’ll run for the hills 
if the enemies bita back. 


Thn long tongun snd the hottomlnns ntomnch of 
Msrio’n new dlnosner hnddy, Ynnhl, hnlp hint 
clnsr the nran nf Knnps’s crentnren. Hn’il nlnn 
demonntmtn npeciai ehtHttes when he eats 
certain shnlls. 


Whnn Ynnhl gnlpn down 10 Rnd Apples, he’ll Iny 
nn Egg thnt ravenls n Super Wnshranm. Two Pink 
Applns pradncn n Bonne Coin when enten nnd n 
Green Appln Is gond for 20 extrn ancnnds on thn 
timer. 


Yoshi 

Whnn thin crimnon crentere 
gmhn thn nhnll nf n Konpn, hn 
Ints forth e three-FIrehsll blast 


« 

* 
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There's e new cast of crazy creeps that make Mario's mission a real chal- 
lenga. Some have special powers. Others just pop out and try to take 
Mario by surprise. Ha'll heva to think fast to out-move these eager 
antagonists. 


These zany terries ahoot from Choir 
shells when stomped. 


They look friendly, hut these long 
crawlers have short feses when 
they're stomped. 


ombs 


They're relatively 
week, hot these 
kooks come oet 
several at e time. 


gin' Chucks 


.iikoopa 


The turtfe-prodeclng 
spell of these mystics 
will send any hero 
rennlng for shelter. 


omps 


Fortresses and Caslloe ere 
loaded with heevy Thwompa 
They'll drop when Mario 
approaches. 


V 

1 l 
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Looks deceive. 
These croope ere 
small bat 
meeectag. 


By letplag oat of rocn 
walla, these rodents 
eerprlse their eeemles 


These plumber- 
meechera leap from 
plpw. 


VanFish 


u-Puffer 


The splke-splead 
Pwcu-Puffer Is e 
sharp adversary le 
water worlde. 


(too 


This big belly Is herd to get aroeed 
It freezes when feced. 


Buddies 


These helpful 
Jempers me he 
heady steppleg 
stoees. 
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In the following pages, you'll see 
some of the highlights of Mario's 
trip through the vast expanse of 
Dinosaur Land and laarn soma 
important strategies which will 
help you find secret passages and 
claar the many challenging areas. 




VANILLA DOME 


Underground caves and 
underwater passages make 
the Vanilla Dome an explorer's 
dream. Details are on page 16. 


f2i'7Trnium M* 

This land features several 
secret passages, including the 
first mysterious Star Road. 
See page 15 for more info. 


X 3 


m 





> M 







E 


YOSHI’S ISLAND 


/ 


Your adventure begins here. 
Yoshi has left his home, but 
you'll catch up with him 
quickly. See page 14 to begin. 
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0 FOREST OF ILLUSION 


VALLEY OF BOWSER 


King Koopa residas in e huge 
castle of his own design in this 
dengarous arae. You’ll find 
details on page 20. 


While only the Cheese Bridga 
is shown, the Butter Bridge will 
also appear when the Vanilla 
Fortress is gona. Saa page 17. 


You'll heve to be very observ¬ 
ant to find the right paths in 
this maze-iike forest. Look for 
clues on page 18. 


0 CHOCOLATE ISLAND 


While the chocolete hills of 
this araa can be tough to gat 
around, the rael challenge is in 
Wendy's Castle. See page 19. 
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Yoshi's homeland has been taken 
over by Bowser and his evil Koope- 
lings. As you begin, you'll find out 
that Yoshi hes set off to save his 
dinosaur friends. It's up to you to 
find him before he gets into hot 
weter. This area includes four 
standard steges, the Yellow 
Switch Palece, Yoshi's House and 
logy's Castle. 


Yellow Switch Palace 


The smell P-Switch in this 
Koope-free Palace makes 
hundreds of Coins appear. The 
big Switch 
fills ell of tha 
yallow dotted 
lines in the 
land with 
Blocks. 




Evil Iggy is hiding out on a 
smell island in e pool of lave. 
Make your way through tha 
dangers of the castle, then 
knock him off tha deep end. 







By hitting the P-Switch in this 
area, you'll turn e line of Coins 
into e Block bridge over tha 
weter. Collect 
the Star, then 
blaza e trail to 
the andl 


You'll cross the open spaces in this 
area by riding Rotating Platforms 
end accord ion-1 ike Blocks. If you've 
hit the Yellow 
Switch, the long 
gep will be e 
breeze. 


Our little dinoseur buddy didn't 
maka it very fer before he was 
stopped by Bowser. Save him by 
hitting a Block 
from below in this 
area, then let him 
feest on Apples, 

Koopas and Monty 
Moles. 


Arnaag tha dangerous traps la Iggy's Csatis 
are a faaca that Is crawling wllh Kcopaa, aid 
ssversl hlller Pillars. 


Gigantic Banzei Bills fly 
through this area. Listen for 
their launch, then duck to 
avoid them or jump to knock 
them out of the eir. 


Your adventure begins in 
this apple rich area Yoshi 
has left e note seyingthet he 
has gone to seve his friends 
from the Koope King. 















































You'll learn in this land that red areas on the map have two exits, one in 
plain sight and one that is hidden. There are several areas in the Donut 
Plains where this rule applies. It includes four standard 
secret routes, two Ghost Houses, the Green Switch Palace, 

Castle and the very lucrative Top Secret Area. 


Danut Plains 2 


i 


The green Pipe in this area leads 
to a cavern with stair-like Blocks. 
Fly up to the top Block with a 
Cape and trigger 
a Vine. Then 
climb up the! 

Vine for the I 
Switch Palace 
Key. 



Donut Ghost House 


Make sure that you wear a 
Cape into this house. Then, at 
the very beginning, fly up and 
to the left 
You'll find a I 


f*' •• . 




platform that 
leads to the 
Top Secret 
Area. 


3 



Donut Plains 3 


Some of the Platforms that 
ride on wires here are sur¬ 
rounded by hairy Puzzles. You 
can bounce 
off of the 
Fuzzles 
unharmed 
with a Spin 
Jump. 







Super Koopas are all over this 
open land. Stomp the ones with 
the red Capes to earn a Cape 
Feather, then ^ 
sink into the first 
Pipe after the 
mid-point to 
practice flying. 


Hit the P-Switch in the second 
section of this house. Then 
trigger a Vine above the center 
door, climb 
up, enter the 
door to the 
right and 
battle the Big 
Boo. 


Donut Plains 4 


i 


Have Yoshi swallow the Koopa 
with the flashing Shell in this 
stage. It'll give him the powers 
of his Blue, 

„ , , .. , » ofia .fr.ia 

Red and Yel¬ 
low cousins 
combined. 




On your way to battle Morton, 
you'll encounter Ball 'N' 
Chains, Thwomps and a long 
vertical pas¬ 
sage with 
moving walls. 

Be careful! 

You could get 
crushed I 



Climb quickly up the vertical pottage aad look 
for safe apots so that you woa’t be llatteaed. 
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Vanilla Ghost House 


Vanilla Dome 3 



The underground land of the 
Vanilla Dome is comprised mainly 
of caverns and water passages. It 
includes four standard stages, a 
secret stage, a Ghost Housa, the 
Red Switch Palace and Lemm/s 
Castle. If you complete the secret 
stage, you'll be able to get to sev¬ 
eral other secret stages in the Twin 
Bridges area. 



Spin Jump on the green 
Bubbles and they won't dam¬ 
age you. Then collect the Coins 
on the far 
right side and 
hit the P- 
Switch to 
make the exit 
door appear. 



While you're riding on tha 
Skull Raft, press the R Button 
to scroll the action to the right. 
The Munch- 
ers will leap 
from the lava 
before you 
approach. 






Once you've been to the Red 
Switch Palace and have filled 
the red dotted lines with 
Blocks, you'll 
be able get 
the Key to the 
secret path. 




Carry the P-Switch to a Block 
wall on the left. Then hit the 
Switch, continue left and look 
for a Key in the second gap. 

After yoe've hit 
the P Swttch, 
drop Into the 
Coin-filled gap 
end swim to the 
left In seerch of 
tha Red Switch 
Palace Key. 


Magikoopas aim to keep you 
away from Lemm/s chamber. 
Stomp 'em and hit the P- 

Switch so that 
you can get to 
the door. 


prodeclng 
of the 
Magikoopas, 
then hit Ihem 
from above. 


Bullet Bills fire in large num¬ 
bers from several different 
directions at once in this dark 
area. Take eva¬ 
sive action as 
soon as they 
appear. 



There's More Than One Way To Go! 

A red dot on the map indicates that there is more than one 
exit in the area shown. If you search carefully, you'll find a 

- second Exit Gate or a Key and a Keyhole. 

^ Ghost Houses also often feature a secret 
KJJ ;l_j Exit to a special area, as is the case in the 

Donut Plains. 


Once you've explored one 
roete, eearch for a second 
reete In the areas with 
red dots on the map. 
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The Butter and Cheese Bridgas 
connect tha Vanilla Doma with 
eastern Dinosaur Land. The Butter 
Bridge will appear when you con¬ 
quer the Vanilla Fortress. In addi¬ 
tion to the Fortress, this area 
includes five standard stages, two 
secret stages and Ludwig's Castle. 
The battle on the Butter Bridge is 
particularly challenging. Be pre¬ 
pared! 


t. • A 




Save The Day's Play 

It's next to impossible to make it BE# 
through this long adventure in one play- H&l 
ing session. So, the game has been built 
with a battery back-up which enables 
you to save your progress when you 
clear a Castle, Fortress, Ghost House or iM M 
Switch Palace. You can then take a rest * ss 
and return to the same place later. 


Yoe cae aeve 
year progress 
when yoa've 
cleared a 
major area. 


The title screee 
shows how 
maay Exit 
Gatea each 
character hea 
cleared. 

m* 





Cheese Bridqe Area 


i 


The second Exit Gate is to the 
right of the first Gate. Use your 
Cape to soar under the first 
Gate. Then fly 
up and run to 
the right. 






Cookie Mountain 



The mountain is crawling with 
Monty Moles. Take Yoshi with 
you and let him gobble them 


up. You II 
clear the area 
easily. 




Stay oa the Feace aad doa’t toach tha floor 
Koopas that yoa defeat will be worth more 
aad more points. 


Ball 'N' Chains, Chain Link 
Fences and Spikes-a-plenty 
have been placed in this Castle 
by the wild-haired Koopaling 
to keep you out of his private 
chamber. 


J«mp «p through the 
callleg ecer the aed of 
the first passage. 

Yoa’II flad a Pipe that 
leode to a 1-Up rich 
area. 
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Fontostic Feotures 

i 

There are two new features 

V 

in this latest Super Mario 
Bros, adventure; the Item 
Reserve Box and the Screen 
Scroll Option. The Item 
Reserve Box allows you to 
if store an item, then use it by 
pressing the Select Button. 
With the Screen Scroll 
Option, you can press the 
new L and R Buttons to 
scroll your view of the action 
to the left or right 


Presi the Select 
Bittofl and the 
Item that you 
ere ntoring will 
drop lato pfay 


By pressing ' 7 - 

the R Bitten, 2 

yoe'fl have a 

good view of 4L * 

wrhel lies m 

eheed for HKScmtoH 

Merlo. 


The cool Koopaling with the super shades has 
created a snake-like Platform that will take you over 
the Lava and Spikes of his Castle if you can keep 
your footing. Press the R Button when you're float¬ 
ing through the room with Spikes and the Spikes 
that are triggered to fall will drop long before you 
get to them. 
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Inflate to become 
Ballooi Mario cod 
floal under o 
platform to the Key 
and Keyhole 


Almost every section of this forest 
maze includes multiple exits. 
Thera are four standard stages. 


By popping a Balloon out of a 
Block near the end of this 
wooded stage, you can 
become Balloon Mario for a 
short time and float to the Key. 


each with two exits. There is also a 
Ghost House, a secret stage, the 
Blue Switch Palace, a Fortress, 
and Roy's danger-packed Castla. 


Swim through the wall that is 
just to the left of the yellow 
Mushroom Block in this area 
and you'll find the Key to the 
Blue Switch Palace. 


You ceo swim 
through Ihe wall 
hero aid easily 
make yoar way to 
the Blaa Switch 
Palace. 


The tall green Pipe near 
this area's exit leads to 
Key and Keyhole that 
surrounded by Blocks, 
you're Super, you 

break the top Blocks with sink i«to ttu* pipe and grab 
a Spin Jump. Or, if you «« Kay which allows you to 

have Yosh. along, you can 9d¥99C9 ,0 " oy s CasUe ' 
have him grab the Key with his tongue and 
spit it into the Keyhole. 
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While there aren't a lot of areas 
with alternate exits in the land of 
chocolate, there are still plenty of 
mysteries to solve. You'll find five 
standard stages and a secret stage 
on the island plus a Ghost House, 
a Fortrass, a Sunken Ghost Ship 
and Wendy's Castle. Once you've 
cleared the Cestle, you'll move on 
to the Ghost Ship which is just on 



the brink of the Valley of Bowser. 
It's the only haunted area that 
Yoshi will 
anterl 


Chocolate Island 1 


This section is a breeze. Just 
make sure that you watch out 
for the fire-breathing Mmi- 
Rhinos and 
you'll clear 
the area with 
ease. 










Some of the Boo Buddies in 
this mysterious mansion will 
turn into Blocks when faced. 
Lure them to 
■ the area un¬ 
derneath the 
Door, leap on¬ 
to them and 
move on. 


^ Chocolate Island 2 


The sections of this stage 
change depending on the 
Time remaining and Coins col¬ 
lected. Enter the third section 

with 250 or 
more 

seconds left 
and you'll find 
the Key to the 
secret stage. 


Chocolate Fortress 


Spikes and Thwomps are the 
most dangerous obstacles on 
your way to the Reznor. Watch 


and floor. Rhlaos from their 

When they retract, perches before the 

move Itl floor heres ep. 


Chocolate Island 4 


Chocolate Island 5 


Sharp-shelled Spinies hide 
out in Block boxes all over this 
area. Hit the P-Switch if you 
dare, but keep 
in mind that 
the place will 
be crawling 
with Spinies. 


Grinders and Hotheads ere 
just two of many traps that 
Wendy has set. Spin Jump on 
them and keep movingl 


You can hitch a ride on Mega 
Moles and diagonal platforms 
that look more slippery than 
they actually 
are in this hole 
in the ground. 

Watch your 
stepl 


The Exit Gate on the raised 
platform in this section leads 
to e dead end. Drop below the 
Gate, then fly 
to the right 
and you'll 
reach the real 
exit 
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Bowser's number one Koopaling has 
fashioned his Castle after many of the 
other Castles and Fortresses in the 
land. Like Roy's Castle, this stronghold 
has a moving snake-1 ike Platform. 
There are a few places where it pays to 
step off the Platform and wait for it to 
come back so that you can avoid the 
deadly Ball 'N' Chains. 


Jump off Ihe 
Platform and 
wait for II lo 
work It’s way 
around Ihe 
Ball 'N' 
Chains. 

Use your 
Cape to 
break Ihe 
Block wall or 
let a Magi- 
koopo break 


Once you've cleared the Sunken Ghost Ship, a 
huge rock head of Bowser will emerge from the 
deep. Enter it and you will encounter four stand¬ 
ard stages along with a Ghost House, a Fortress, 
Larry's Castle and Bowser's own multi-level 
monstrosity. If you can enter through the back 
door of Bowser's Castle, you'll be able to skip 
straight to the battle with the King! 


The only way to get the Key to the 
Star Road in this cavern is with 
Yoshi's long tongue. The Key is sur¬ 
rounded by Blocks and a rock wall 
near the end of the stage. Get Yoshi 
to grab the Key 
through the wall 
and spit it into the 
Keyhole which is 
above the Blocks. 





Volley of Bowser 2 


After you drop out of the 
Pipe at the beginning of the 
third section of this cave, 
run up the stairs to the right. 
Then leap up to the left, out 
of the screen, and keep run¬ 
ning 'till you reach the Key. 


Bl 

f 


u 



Valley of Bowser 3 


This open area is loaded with 
Countdown Platforms which 
count down to zero and fall out 
of the sky. Watch the numbers 

on the sides 
of the Plat¬ 
forms and get 
ready to 
jump. 





* 


m • 




*■ • 



Valley Ghost House 4 


Hit the P-Switch in the second 
section of this spook manor 
and run quickly to the right. 
Doors 3 and 4 lead to one exit. 

Door 5 leads to 
a room with a 
Key. The Key is 
in the upper- 
I right corner. 



Volley of Bowser 1 


Chargin' Chucks break down 
block walls in this section. 
Step out of the way and let 

them do their 
job. Take the 
low road to 
the exit. 



0 
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SECRET 
ZONE 




There are five Star Roads scat¬ 
tered throughout Dinosaur Land 
which lead to the five points of 
Star World. The points connect 
through five stages which each 
have Keys and Keyholes. They also 
each contain a cousin of Yoshi. Tha 
dinosaurs will start small. Feed 
them five enemies and they will 
grow to full size. 


Star World 2 


This water world features a 
Blue Yoshi. Swim under the 
Pipe at the end and you'll reach 
the Key. 



Whea yoa get to 
the Pipe, drop 
dowa and heap 
swimming 


Star World 3 


Hit the P-Switch in this area so 
that Lakitu throws only Coins. 
Then toss up a Block, steal his 
Cloud and fly to the Key. 


Fly apward with 
Lahlta'a Cload to 
the Key sad 
Keyhole. 






Warp Through The Star World 

The five Star Roads are spread throughout 
Dinosaur Land. Once you have connected 
the points, you will be able to quickly and 
easily make your way from one area of the 
land to another. It works well as a Warp-like 
short-cut when you're an advanced player. 


Whaa yoa complete 
Star World 5, the 
most challeaglag 
Star World, yoa'll he 
able to tahe off from 
the cantor of tha 
Star to a groap of 
atages collectively 
haown as the 
Special World 


This world is full of Blocks. 
Start on the right side and 
Spin Jump through the Block 
down to the Key. 


If you've been to the four 
Switch Palaces, you'll find 
Block Platforms that lead the 
Key in the sky here. 


(Jae the Spin 
Jem? to break 
thraagh the 
Blochs. 


Climh a Vino ap 
to a series of 
Platforms and 
the Key. 


There are tons of turtles in this 
area. Take Red Yoshi and let 
him blaze a fire trail through 
them. The Key is under a set of 
three Pipes. 


Keoch the Key 
out of a Bloch 
with a Koopa 
Shell. 
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Blockless Challenge 


If you're up for a challange, you 
can play tha game without 
going to any of the Switch 
Palaces. The absence of key 
Blocks will make soma sec¬ 
tions very difficult to clear. 




Before you bo to Switch Paiocos, 
you'll leu dotted Ifnea lo ■ lot of 
rflfferast areea. 



After you hit tho fa[y Switchoo the 
dottftf linos will he filled with 
uooful Blocko. 


;• Switch Block Power-Up 

The Blocks that fill the dotted lines not only act as 
Platforms in important areas, but the Yellow and 
Green Blocks also contain Power-Up Items. You'll 
find Super Mushrooms in yellow Blocks and Cape 
, Feathers in green Blocks. 





1-Up Loop 


Find a completed stage with a 
quick 1 -Up. Then enter tha stage, 
collect the 1 -Up, pause and prass 
the Select Button to leave. 


/“■ mm 


9 

l 

9 

at 

9 
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You caa eater end exit e completed stage freely, 
collectleB the same 1-Up over eed over agele. 




Quick Power-Up 

You can re-enter any stage that 
you have cleared, as long as it isn't 
a Fortrass or a Castle, then leava 
the stage quickly whenever you 
want. Just press the Start Button 
to pause the action, then press the 
Select Button to return to the map. 
This technique makes it very easy 
to collect multiple Power-Up items 
for particularly challenging areas. 


Greh a Cape Feather 
near the heglnoleg of 
a otago that you have 
cleared Than Prase 
Start and Select 


This maneuver allows 
you to quickly get a 
Cape sc thet you cae 
fly through the chal¬ 
lenges that await. 


Sf 

9 

9 

at 

ft 
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Mld-PointManeuver 

If you know of a Power-Up area 
near the mid-point of a cleared 
stage, you can go through the 
middle gate end return for Power- 
Ups whenever you need them. 


Take a Star from the 
Block ead run Invlo- 
clbly through the 
atege. 


There'a a Power-Up 
Block just after the 
mld-polat of Foreat 
of Illusion 1. 


This Is a good way 
to oara a lot of 
polnta aad a ton of 
1-Upa 
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!»shi Power 



Color Him Koopa 




YasYt 


Your little green dinosaur pel can show off many and varied abilitias 
depending on the color of the Koopa that he swallows. If he takes in a 
green Shell, he can spit it out super fast 


If Yoshi is present and you hit a 
Block that usually contains a Yoshi 
Egg, it'll turn into a 1-Up instead! 



Red Shell 

By swallowing n red 
Koopa Shnll, Ynnhl can 
nanri nnt n hot blnit. 


Yellow Shell 



Wha« YoaW la holdlag 
a yellow Shall, hln 
landings cauaa the 
grauad to ahaha. 




Blue Shell 

Up, np raid nwnyl 
Ynnhl can fly for n 
whUn with n Sinn 
Koopn Shall. 


FlashingShell 

Tha rare flanhing 
Kanpn nhnll glvu 
Ynnhl thn pnwar nf 
red, yellow nnri bloo 
Shnlln. 




Bonus Game 

The Tape on the Exit Gate 
moves up and down. If you 
hit the Tape whan it's in a 
high position, you can earn as 
many as 50 Bonus Stars at a 
time. Whenever you earn a 
total of 100 Bonus Stars, 
you'll be sent to a Bonus 
Game where you have a 
chance to get a lot of 1 -Ups, 



Enemy Elimination 

Enemies are automatically defeated when you Om ¬ 
an Exit Gate. If there are a lot of enemies on the 
screen, you'll earn 
tons of points when 
they're defeated 
and you might even 
earn 1-Ups. 




Power Balloons 

You'll find a Power Balloon in Forest of Illusion 1 and 
one of the special stages. It turns Mario into a Balloon 
for a short time so that he can float to his destination. 






Gmb the Power Bnllnnn In Fnrnnt of 
lllnnlnn t. 



Flnnt to tho Key and nalnch the 
ancrat pacange. 


Gray P-Switches 

While Blue P-Switches are quite common, you’**# 
occasionally see a Gray P-Switch. Hit them to make 
Lakitu toss Gray Coins. 



Tha blun Switch 
toroa Blocks Into 
Coins. 



Thn gray Switch 
mnkes gray Coins 
nppnnr. 

jag 


it 
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exceu-eur 

A\& GUITAR 
TRV£?UTS 




AIR (SEE-TAR! 

Shucks, t thought 
it was A ffop&o/ * 


\ 

& 

sn 


w§S 



IS 



T-M GOtNG TO get IN SOME 

PraCti ce, so ip all you 

LOSERS PONT WANT TO 

catch Piee/you 4 !? 
SETTER STANP BACK! 






m 

m 


COMB ON,PUPeS. 
yptJ'RE NOT BEING 
VERY EXCELLENT 
TO ME! _ 
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?'S &OY TO se another wav To 

-THESE CRAZY PUPES! -THERE 

MUST BE A ROCK OR A BUSH IN THE 
FARK THAT X CAN HIDE UNPEt?! 


FOUR SCORE AMP 

YEARS AOO/OUR 


r < #4 


WHO'S THIS SuY 

SUPFDS6P TO BB, 
&BO&&E WASHINGTON* 



-$r ** 






S’ Z 5 r 




r\ 


CREATi THEY'RE HISTORY—THESE 

CUYS REALTY TAKE THIS Stuff 
Seri o uSly, AnpthiS historical 
PURE COULP USE SOME SERIOUS 
HELP WITH HIS ACT l 
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A long time ago, in a galaxy far, far away, a great adventure took place. Movie audiancas first 
glimpsed tha distant Star Wars galaxy in tha 1975 mega box office hit Star Wars (Episoda IV: 
A New Hope), and have bean periodically revisiting it through sequels The Empira Strikes Back 
and Return Of The Jedi. Now the popular Star Wars series is finally being mada into an NES 
game sariasl With direction from Lucasfilm Games, JVC and programmers Beam hava come 
up with an NES adventura title that follows the first movie in the Star Wars trilogy almost scane 
for scenal -- _ » m —1 1 k 


Just Hka In Hit msvls, Luke SIcywiKer will collicl a ra|-t*f bin* tf fsHowsn as he hscsmss a salat lie hsra 
In tiiw Star Wars |ams, ysa can csntrul As aetlsns sf Uiks, Han sr Lalt. lbs 'rirsMs imI OJI-Wsa Ksnski will 
bt in tha frtup ta |iva advtca and asslstanca. 


Luka Skywalkar, tha 
main character, has 
wallroundtdabllitlas. 
Ka can aba wltld tha 
powarful Ll|htsabar. 


Han Sola, captain at 
tha Millannium 
Falcan, will laad tha 
graup off of Tatojlna 
and InU advantura. 


Rabat laadar 
wrlncass Ltia must 
h« rascuad from tha 
Daath Star. 


STAR WARS 

Lucasfilm Gamas/JVC 

MEMORY 


MMC3 I 64K 


R2-D2 is 

pratrammad ta And 
Obi-Wan and anllst 
his halp. 


Obf Wan Kanobl 
iacumas Luka's 
mantor and spiritual 
advisor. 


While on th^ planet Tutoo 
ira or in thu Death Star, the 
■action is viewed from a aid* 
view perspective. Luke, Hur 
dr Lai# cun walk, jump 
telimb or run hold the B But 
ton). With a running atari 
you can make u super jump 


POWER METER 


Graphics & Sound 

38 

.'lay Control 

35 

ChalUngt 5c Lotting Inf. 

33 

Tb«ma It Fun 

- ^ 
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The Desert Planet 


LASER CAVE 


Ganthaa are the mounts of the 
Tuahen Rattan. Avoid Lind' 
speeder fandar'handars with 
thaae elephant-slzed heasts. 


Shlefda for the Millennium Falcon are 
scattered throughout the caves of 
Tatoolna Collect thaae to Incraaaa 
your chances of survival In apace. 


Blaster Power-Up 


SANDCRAWLER 

B Largo Ufa Energy (4) 
1'Up 
R2'D2 


Strategic radar atatfona do 
not actively attach hut wID 
damage your Landepeeder If 
you craah into them. 


1'Upa give you another chance to tahe 
on the evil empire. You can collect a 
maximum of eevan extra lives. 


TUSKEN CAVE 

C Large Ufc Energy (2) 
1'Up 
Shield 


KENOBI’S CAVE 

G Small Life Energy (2) 

1-Up (Z) 

Large Ufa Energy 


Vader*e troops hove jfcwM 
laaer cannons throunhant At 
daaart Theaa automated $a«e 
fire at anything that movaa. 


ROCK HOUNDS* LAIR 


MOS EISLEY 

LL Lar S B Me Energy (B) 
■ | Small Ufa Energy (2) 


lURSUGC ir- r*r UlPWk 
tiDUTOf. rma. ts. 
unw imcc« hone 

KmAMHP< cusrnoMN 

OF THE STOLE* 1UIW T>flT 
e«W *WC HCA icmin rm? 

«citwie Frtccpen ti> The 







































Dripping Doom 

# The ooze from 

the stalagmites 
will damage you IHH 
if it hits you or if 

you step in it. Wait until you Tdjl 
cannot see it on the ground, 
then run past. ffc&re 


© After running Sprint & Saar Take It Slaw 

on 3 conveyor The enhanced jnmping oe a la mosl places you'll w. 

belt, you can jump CMireyor hell can be to lake your lime and n 

dlftlcull lo conlrol Use II lo sure you succeed In evi 

^Always^e „ „ ,,, He J,„, ^'e, pi ||,, n „ 


Jawis lira 
three-shot 
hursts. Bat 
in clasa 
duck and 
flra. 


Tha blua 
robot naar 
tha 1-Up Is 
invulner¬ 
able to 
blaster. 


O Your goal is to work your way to the 
top level of the Sandcrawler. The 
interior is a twisting maze, but it isn't too 
complicated once you've figured it out 


O Upwards point¬ 
ing arrows indi¬ 
cate Jump Boosters. 
These anti-gravity 
devices will increase 
your jumping height 
but be careful, it can be 
difficult to control your 
trajectory. 


Climb and Attack 

Climb Ihe leddnr part way and 
wall ualll Ihe Jewa Urea over |9| 
yuur head. Then qulchly jump 
lato poaltloa, duck aad blaal cSl 
tha Jawa. 

Run and Jump 

Tha jump from I ha Jawas platform lo 
the aaxl Is a loeg oee, hnl you caa 
make it from tha very edge, or wllh a 
runnlag lump 


Your adventu b&gins} in the uase 
Cuve.This cavarti is not very largw, ant 
gives you * chtfrce to M yowjump 
ing skills. Watdh for tlw Sharp bone 
below the pi atfomfo and for the ooz* 
dripping from tity stalagmites. >bur 
r ’W. rd for makhg itthrough fhli a e 


The Jorwas capture R2^&2when he runs aWi*^ 
from Luki in se-reh of Obi-Wan Kancbi. Thay 
take tha little 'droid fcacktolheir Sanderdwi,. 
-ukt must enter, the SwdctbMjr in&bottfr 
th« Jaw js to irttrievv B2upfe Naturally, the 
Jawas won't betoo happy; yiut sorhochedy 
nglto si»ul their Cud afftff> 

Lawler with'W* odhs-efed tr*rv 


JAWAS AMD FRIENDS 
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© Jump up using 
the Jump Booster 
and land on the left 
platform. When the 
Masher to the right 
starts to go up, jump 
over the gap onto the 
conveyor belt and run. 


Don't miss the jump to 
the upper platform at 


this point. Jump straight 
at the end of the conveyor 
bet 


G The Metal Mashers that the 
Jawas use to compress scrap 
metal also function as traps against 
those who don't know the the Sand- 


crawler. 

Take Yaur Time 

Wait lor the llrst Mosher to 
drop end reset Go post It to 
the next step, hot don't go 
my further ontil the next 
Mosher drops ond resetsl 


Run Fast! 

II yoo approach the 
Mashers Irom the right, 
ron past both ol themes 
the right one resets. 


R2-D2’s Messoge 

R2-D2 hos o message from 
Princess LeJa to Ohl-Wan Kenobl 
that will reveal Lika's mission. 

Ho will only rtveal it to the Jodi 


The Jawas have stashed R2-D2 at the top of 
the Sandcrawler. You will find R2-D2 to ba an 
important and valuabla robot during your mis¬ 
sion, as he has many helpful abilitias. Ha is 
also a very valuable robot to the rebel alliance, 
since the schematics for tha Empira's new 
super weapon, the Death Star, are contained 
in his mamory banksl 

Tap Into 
Computers 

R2-02 cun tap Into computer 
networks, which wHI come In 
hondy In the Death Star. 


Shield 

Regeneration 


In the X-WIng lighter. R2- 
D2 con repair domogo to 
your ship's shltlds. 


net* ftc wmx Men fhfln 
nr »m.r niw 


y* 


ft 


































































































&► TUSKIN CAVE 


Tusktn llaidirs attack 
tlarcaty If yau ftt cloia 


bodies 


O The caves of Tatoo- 
ine are deadly. 
Jump to avoid being hit 
by the rocks. 


O Avoid Sand Flies until 
you can get a clear 
shot at them. If they hit you 
on a platform, you'll fall onto 
the spikes below 


G Tusken Raiders are 
known attack any in¬ 
truders. Once you’ve got 
their attention, run quickly to 
a safe spot and finish them. 


Obedience School 

To get the Rock Hounds to heel, stop in your 
tracks as soon as you see the tell-tale rock pile. 
Fire to hit the beast when it appears. 
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Send Slugs are slow, but 
cas still be s threat If 
you’re not prepared for 
them. Extermlsste them 
at a distance 


This cave is easier than 
most and also contains 
several Power-Ups to revive 
i your life energy. Only a few 
Sand Slugs bar your way to 
collecting another Millen¬ 
nium Falcon shield. 


Slug Extinction 

Use your blaster to get rid of 
the slugs. Kneel and fire as 
they approach. !■■■■■ 
Look for slugs 
before you leap I ^2 


O There's no reasoning with a 
Tusken Raider. Take them 
out one at a time, collect the 
shield, and continue 1 


Get tbs Tusbsn Rsldsrs 
to chase you to s safe 
spot. They csn jump but 
cansot Jeep over pits 


Hard To Beat 

It takes a ton of hits to beat Ufltt 
a Sand Person. Hold down Br* 
the B Button to run to a 
safe spot, then pick them 
off at your leisure. 


Obi-Wan Kenobi 

■H The Legacy Re' 

Obi- Wat It the beeper Coil 

Yi fto * 9 Obl-w., 

“*3i Uuhtttbtr. fa,,. „ 


tain multiple 3-Ups, but EL 
K •nob* Jives^wr Althou^ 

■ Jke knowsBen as c diiscr* 




















MOS EI5LEY 


■^JP^MThe hottest pilot 
■ around (or so the word 

mTf^, JH on the street goes), he 
K ^■will take you any- 

where—for a price. His 
K^^SHiship may look like a 
rust bucket, but ft has a few surprises 
inside its metal skin. 


Hw’s blaster pacha b powerful patch 


OsjOnce Han has 

joined your group, 
you should head for the Mil¬ 
lennium Falcon. Stormtroop- 
ers, bounty hunters and 
vengeful Jawas will attempt to 
block your passage. 


Luke and his friends are in for a surprise 
when they reach Alderaan, for only a 
swarm of planetoids remains of this once noble 
planet. It will take all your piloting skill to make it 
through this interstellar obstacle course. 


The Empire's greatest achievement is 
the planet-size war machine known as 
the Death Star. This sinister space station de¬ 
stroyed Alderaan and its next target is the rebel 
base. After surviving the remains of Alderaan, the 
Death Star captures the Millennium Falcon with its 
tractor beam. 


If yo» collected bII the s 
yOB shosld be able to 
throsgh the plBBBlold sw 
cOBlri here destroyed bb 


Luke, Han, Ben and the 'droids must 
deactivate the Tractor Beam in order to 
escape the Death Star. Use R2-D2's ability to tap 
into the Death Star's computer network to view a 
map of the station. This will help you find the Trac¬ 
tor Beam's power source and destroy it. 


As Luke explores the Death Star, he'll 
learn that Princess Leia is imprisoned in 
the cell blocks. The task of rescuing Leia is a diffi¬ 
cult one, but it is very important! From the cell 
blocks, Luke and his friends will end up in the Death 
Star's trash compactor—not a pretty sight! 


I Fight Your Way To The Falcon 


2 Alderaan No More 


5 Death Star Rising 


4 Power Down The Beam 






















Once the tractor baam is out of com¬ 
mission, the group can escape. But like 
in the movie, Obi-Wan Kenobi will 
appear to lose his life in combat with 
Darth Vader covering the Falcon’s break 
out 


Grand Moff Tarkin and Darth Vader will 
send a token force of TIE Fighters after 
the Falcon. Even this small force can be 
dangerous if you don't shoot straight 
and true! 


Escaping Ihe Dealh Star Is o«ly 
beginning as Lehe, Hat and Lola 
make II lo the MllleeeJem Felcoe 


Use Ihe Felcoe’s laser 
caeeons lo deleecf Ihe 
ahlp agaleal the TIE 
Fighter’s green missiles 
Shool whee yoe have ee 


Using the Death Star 

plans in R2-D2's 

memory banks, the rebels plan an 

attack on the station with small X- 
Wing Fighters. Can these tiny 

fighters destroy the gigantic Death 
Star? They must, for the Death Star's 
next target is the rebel basel 


Your X-Wing Fighter has 
three torpedoes to use 
against the Death Star's single vul¬ 
nerable point. To reach a good firing 
angle, you must run a gauntlet of 
defenses in a long access trench on 
the Death Star's surface. Use the 
Force, Lukel 


A lorce of TIE Flghlers defends 
tho Death Slar egaJesI the rebels 
Derleg Ihe flgtil agalesl these, 
loyel co-pllol R2-D2 cae repair 
yoer fighter's shields. 


Tho oely way lo destroy Ihe Death 
Star Is lo hit Ihe targal le tho 
very ceetar. Uee it ep, Ume it and 
hit oweyl 


7 TIE Fighter Pursuit 


8 Assault On The Death Star 


9 In The Trench 


fhe fate of the 
Jebel alliance lies 
in the hands of 
Uuke Skywalker 
and his com¬ 
rades, Will they 
survive to destroy 
the Death Stajm 
With . yoijr 

m<l. Hub oiffil 

Force? they 












































Don’t touch that dial! Next on NPTV, 
stay tuned for a sneak preview of 
what is sure to be the hit game show 
of 1999—Smash TV. Acclaim Is 
bringing this Bally/Willlams pay-per- 
play arcade hit to the home screen. 
Now, you and a friend can enjoy the 
fun as you battle your way through a 
deadly arena filled with fabulous 
prizes, big money, and sudden extinc> 
tion! Lock 'n load and get ready to 
smash for cash on Smash TV?!! 


SMASH TV 

Acclaim Entertainment Inc 

MEMORY 


MMC3 


Graphics & Sound 


Play Control 


Challenge* & Lasting Inf 


Theme & Fun 


PLAY MODES GALORE! 


The lure of big money prizes is enough to get most contastents to 
risk their lives in Smash TV, but wait, there's more! With the home 
version of Smash TV, you can double your axcitement and fun by 
using two controllers simultaneously! One controls your movement 
the other your weaponry. Any pair of controllers will work! So if you 
have a pair of NES Advantages, for example, you can simulate the 
arcade feel Gust make sure you tape down the two controllers so 
they don't slip around, and don't forget to rotate your Advantages 
90 degrees clockwise). With a NES Satellite or NES Four Score, two 
players can play with two controllers each. _ 
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BUCKS 


To win the big bucks, you'll need to collect a 

ton of prizes and survive to defeat the Special 
Guest Opponent at the end of each circuit 
And to do that, you'll need a lot of firepower. 
As you demolish each room, you'll get a 
chance to pick up special weapons and 
shields that will increase your chance of sur¬ 
vival against the flood of foes. 

_ Yoor emmo meter tells you how 

ll 1 1 K I lll V/ll mtch ammin, ^ 0f1 Y° ir 

special weapon has r^eining. Pick 
— — 1 up "L" symbols to rriuod. 


Rockets are • 
good weapon 
te nse ngelnst 
Mr. Shrapnel, 
Robots and 
Special Soost 
Opponents. 


contlnuonstyl 


Grenades 
prodece e 
greeter radios 
of destruction, 
hot don't have 
pin-point 
occoracy. 


Mr. Shrapnel rolls arannd the edge of tho room 
for • while end then explodes, opreyfng tho orea 
with shropnol. Yoo can shoot him repootedly to 
destroy him before he explodes. Or, defuse them 
with a single hit from tho Rocket weapon. 


Thert'e only one role In Smesh TV-shoot it 
everything! Mester thle technlqee end greet 
riches will be yoursl 


Welcome to Smash TV, Amer¬ 
ica's hottest TV game show of 
1999! You've been briefed on 
your weapons, now it's time to 
play the game! To warm up, 
you'll travel through Circuit 
One, lair of the menacing 
Mutoid Man! Along the way, 
you can pick up such valuable 
prizes as Toasters, VCRs or 
even a sleek 1999 Roadster! 
So what are you waiting for? 
Grab your partner and get 
ready to smash for cash! 


GOOD LUCK! 
YOU’LL 
NEED IT! 


The upper route through the erene Is better 
becaese yoo can ecore bones prizes In this 
room. I love Itl 


In caoo you hovon't 
plcbed op on It by 
now. onagglng Power- 
Ups greedy onhoncts 
yoor choncos of 
•iccoso. Bit i little 
bit of locb never hnrt 
anyoneI 


Oor first end tooghest Spnclal fioest Opponent on 
Smash TV tonight la Motold Menl Dodge his 
charges end return fire onto] ho cen't tabo ft 
•nymortl 
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SCARFACE 

EXCITEMENT 


Introducing our nexl Speclul Guust Opponunt, thu 
fesrsDiue floating huud of duulh, Scurftcul Hu's 
not as bad •$ hu looks, and you should bu uhlu 
to taka him uut pretty uaally. 


OK players, listen up* You 
made it through the first circuit 
alive and you're on your way to 
fame and fortune But don't 
rest on your laurels yet -there's 
plenty more loot in the next 
Circuit, with even more fabu¬ 
lous prizes And we're sure 
you'll like our next Special 
Guest Opponent, the sinister 
Scarface 


Here on Smash TV, there are 
so many prizes, we think it's 
only fair that we allow you to 
bring a friend along. Two 
contestants means twice as 
much firepower, but it also 
means an extra pair of 
hands grabbing at prizes.,. 
Even though you're a team, 
it's the big money alone 
that separates one Grand 
Champion from the com¬ 
mon chumps who merely 
survive... 


This room begins with utiscks hy swirms of rad 
orhu Aftur this tin idly flurry, hordes uf blown 
foot suldlurs will chargu Inlu thu urans Against 
crowds llhu this, pure Instinct thmu will unobiu 
yuu lu sorvlvu. 


It's Out tfmu ugulul Gut ready to gruh honusus 
und colluct • load of cuol cashl After you culluct 
ull thu lout, gut raudy fur thu mlndlust stminis 
uf raluntlust uttachorsl They wsnt u plucu of Iho 
uctiun, IodI 


But raudy for « robotic riot* Mechunlcul muyhum 
Is Ihu numu uf thu gumu In this rooml 


DIRECTION- 


5HDDT- 

LEFT THUMB 


RIGHT THUMB 
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There are au mutants or teenagers among these 
turtles—jsst msrtJeross robotic enlts ttiet went to 
end yosr prize fighting career. 



Be wstdifal for 
the onebos that 
slither forth from 
the statues In this 
room. 



12. ENJOY MY WEALTH 


'm tew IeIlY h “| 



ft’s another chance to rehe In big prizes In e 
mega bones rooml Jest don't get eo greedy that 
you forget eboat the enemies. . 


CIRCUIT 

™HEE 


COBRA 


CHALLENGE 



In Circuit Three, it's Prime 
Time and you're in for the fight 
of your life! Our next Special 
Guest Contestant is none other 
than the inhuman Cobra Bossl 
The only way you'll wrangle 
this pair of sneaky snakes is 
with super firepower and 
plenty of it! Good luck—you'll 
need it! 



f • 


% 


* 'if 

if US 



This may be the lest regulation oreno, hot ohood 
is tho final fight ogolnot Cobro Bossl 


ARE YOU 
READY TO 
ROCK AND ROLL? 


If you're prepared for some 
controller cord spaghetti, 
you can play two player 
simultaneous Smash TV 
with’ four controllers and 
a four player adapter. 
Whether you cooperate or 
compete, it's a lot easier to 
survive with double fire¬ 
power. If you can't make it 
with two players, don't try to 
adjust your television set. 
Rather, you should take on 
a tamer game show chal¬ 
lenge... 



17. COBRA CHAOS 



The twin Cobra Bosses ora easier to defeat If yoo 
stay In ono place. Tho chaotic movement pattern 
of those slippery sorponts loaves no sofa spot In 
the room. Yoe'ra on yoor ownl 


* 


* 
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H From Accent # 974 



■ From AqcNT #4>4 


The Chips that power your special weapons in this 
hair-raiser can easily be exchanged for extra 
Energy while you're battling the enemies at the end 
of each area. As soon as you reach an area leader, 
press the Start Button to pause the game, then 
press Up on the Control Pad to take away Chips and 
add Energy. If you'd rather have more Chips and 
less Energy, just press Down on the Control Pad as 
the action is on hold. Press the Start Button to 
resume play and you'll be able to take advantage of 
this super power adjustment. Some area leaders 
are heavy hitters that move quickly. It's a good idea 
to bargain for more Energy when you fight them. 
When you take on other area leaders, you might 
benefit from having more special items. 



Prnss Down in nxchnnge Energy fnr Rnsnmn piny nnd start lighting! 
Chips. 
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Stop the evil Hood with ease using the super Thun¬ 
derbird fighters and a maneuver which will allow 
you to skip to the completion of any stage. While 
you're rocketing through an action-packed stage, 
press the Start Button to pause the game. Then 
press Up and Left on the Control Pad and the A, B 
and Select Buttons all at the same time. When you 
press the Start Button again to resume play, your 
ship will fly off to the end of the stage! You'll be able 
to get to the advanced round in no time. 



Yna can nsn this tnchnlqne 00 often as yon llkn to skip thraegh onn 
chelfnnglng stngn or nil nf the stayns nnd qnlckly noer to thn nnd nf thn 
mission 









































I From Aqent #o>5’ 






I Fr^m Accent #826 


In this simulation game you must build your popu¬ 
larity to 250 before you can invade the Prefecture 
of the Evil Gao Qiu. You can cause your popularity 
to skyrocket by influencing the people of Prefec¬ 
tures 10 and 20. If you choose the role of Welcome 
Rain m Scenario Four you'll be in charge of Prefec¬ 
ture 10 from the beginning. Make it your goal to 
take Prefecture 20, next door. Once you control the 
Prefectures, raise the citizens' support in each to a 
rating of at least 95 by giving them rice. When it is 
time for your turn again, a message will appear 
saying that you have united the Prefectures and 
that the Bandit Kings have been banded together. 
This will increase your popularity by 100 points! 
Use other means to please the people and your 
popularity grows even more. Once your popularity 
has reached a total of 250 points, the Emperor will 
grant you the Imperial Edict which will allow you to 
attack the evil forces of the land. 



Welcome Bolt's popularity hegias 
with a modarate retleg of 30 la ths 
most ertvaecod sceaarfo. 


* 


Have him give rice to the people of 
Prefectures 10 aad 20 uatjl his 
sopport ratios Is af feast B5. 



At the text tura, you will loam thsf This actioa of diplomacy will earn 
the Baedft Klaga have beaded Welcome Bah a major lacreasa la 

together la a secret mouetale lair. popularity. 


Send Jackie Chan to any stage and get 99 chances 
to continue with a special button-pushing tech¬ 
nique. First, start playing and let Jackie's energy 
run out. After the game is over, the title screen will 
appear, showing five chances to continue. Before 
the title screen disappears, pick up Controller land 
press the directions on the Control Pad and the A 
and B Buttons in the following order: Up, Up, Down, 
Down, Up, Down, B, A and Start. Then press the B 
Button on Controller n. The number "1" will appear 
next to the word "Start" on the title screen. This is 
the current stage number. You can change the 
number by pressing Up and Down on the Control 
Pad of Controller I. Then, before you start fighting, 
press the B Button on Controller D. The five chances 
to continue will instantly change to 991 Every time 
that you continue, the action will resume at the 
beginning of the most recent stage. 



Ead tfau game IwteatJowelly hy Da the title scroee, press Up, Up 

letting Jackie's eoergy run dowe to . Dowa, Dowa, Up, Down, B, A aad 
oothfeg. ■ Start oe Cnotroller I Thee press B 

oe Controller 11. 



Cheese the stage ■ umber hy Press B oe Coetrollor H eed you'll 

pressing Up and Dowa oa the eera 9B chaoces to continue! 

Coetrol Pad of Controller I. 


1 • | 
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I Fkom Aqwi #V>8 

You can quickly conquer the first three levels of this 
great mind teaser and make your way to the more 
challenging puzzles with a quick and easy pass¬ 
word. Enter the number "2" in all of the password 
spaces. The game will begin, seemingly with all of 
the levels intact. Enter the first two levels, though, 
and you'll see that the egg and the key are just wait¬ 
ing to be picked up. Take those items to Level Three. 
You'll easily be able to create the rainbow bridge 
that leads to the other side. 


H FitoM AqiNt #471 

‘ • ^ * -* 4 - . 

If you manage to free all of the kingdoms in Kickle 
Cubicle, you're sent to the Special Game which fea¬ 
tures several super-challenging puzzle rounds. If 
you'd like to check out the Special Game before you 
master the rest of the game, just enter as your 
password the following: FbgJ IYAX. You'll be sent 
to the first round of the Special Game. 


Eiter the dumber "2" le all of the 
pesoworri opacet. 


The levels will look like Ihey ari 
elill In order. 


Eetor Levele Oeo ted Two to You II bridge the gop to other side Filler ihe pwsword "FbgJ IYAX", thee loltow these slops to complete the 

cooqu&r them leelaetiy. It eo time. first roued of the Special Borne. 

Wanted: Special Agents 

A popular activity among Nintendo game experts is developinng tips and strate¬ 
gies. If you'd like to share your own special tips with us, send them ini Choose 
your own Agent Number (3 digits) and be sure to Include it with your tips. 

Our address is: 

Nintendo Power 
Classified Information 
P.O. Box 97033 
Redmonnd, WA 9B073-9733 
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Just in case you missed them the first time, here codes. They should come in very handy while 
are some of our agents' all-time favorites tips and you're playing these winning games. 


UrMSWfc 



From %ni #710 



| From Ac,ent # 90V 




; 










JE. 


Start your quest for the Count with 10 characters in 
reserve. Register as your name "HELP ME" and the 
game will begin with bonus Belmonts! Use "HELP 
ME" as your name whenever you enter your pass¬ 
word and you'll have 10 fighters every time. 


“HELP ME" helps you with 10 flghlers It reserve It’ll help you get e lut 
closer to the Count! 


| From AqtMT #067 




■ n 


While the Rush Coil does send Mega Man skyward 
four times as high as his usual jump, there's a tech¬ 


nique that will allow him 
to jump even higher. 


Just press and hold 
Right on the Control Pad 
of Controller H and 
press the A Button of 
Controller I. Mega Man 
will jump the entire 
height of the screen. 



Press eed hold light oe Controller 
H and press A oo Controller I to 
ssori Mego Moo soerleg. 


Sail away to any of the eight Adventure Islands in¬ 
stantly with an easy to enter code. As the Title 
sequence is on the screen, press Right Left, Right 
and Left on the Control Pad. Then press the A and B 
Buttons in the following sequence: A, B, A, B. The 
message "World Select Mode" will appear with a 
list of all of the Islands and a cursor pointing to 
Island 1. Move the cursor by pressing Up and 
Down on the Control Pad and press the A Button to 
begin on the desired Island. By using this code you 
can begin on an advanced stage of the game, 
though, you wont have any of the special items that 
you might collect in the early stage. If you're an 
inexpertenced island adventurer, you may want to 
start from the beginning to make the later stages 
easier to conquer. 



Press Bight, Left, Bight, left. A, 9, 

A and 9 whee Ihe Title eequeece Is 
runelng lo heve the optloe to select 
aey lelaed from Ihe hegleelng. 


i 
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There's no need for weap¬ 
ons when you're a master 
of the martial arts. Jump 
into the action feet first and 
pulverize the forces of evil 
with lethal limbs as the Kick 
Master. The wily wizard 
Belzed has cast a spell upon 
the kingdom of Lowrel and 
kidnapped Princess Sil- 
phee. In a mission that com¬ 
bines elements of role-play¬ 
ing with pure action, you 
must fight to Belzed's 
Tower and earn experience 
along the way to learn 
advanced moves. 


GAME PAK DATA BOX 


KICK MASTER 

TA1TO 


MEMORY 




Graphics & Sound 

3.0 

Play Control 

38 

Challenge & interest 

35 

Theme & Fun 

34 


The Road To Belzed 
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As you quiet each of the creatures of the king¬ 
dom, they will release three items into the air. 
Collect these Power-Ups before they fall and 
you could earn experience, magic, bonus 
points or 1 -Ups. Make sure, though, that you 
avoid the damaging skulls. 


Deleal evil crealures Three Items will be Colled as meey 
with a powerful kick released Inlo the air Power-Ups as you 


cee. 



Add Magic To Your Attack 

As you defeat the leaders of each stage and search the 
grounds carefully, you'll be able to accumulate as many as 12 
different magic items. Some can be used as weapons and 
others will increase your hit points or help you get through dif¬ 
ficult areas. Save your magic points and use them in tough 
predicaments. __ 


BOUNCING BULB 

Toss o lor-reachlng 
O magic boll al uesus- 
peeling enemies 

WHIP LIGHTNING 

Blasl all ettechieg 
Bjajfl oeemius with 

eral strong bolts 

” SPELL 

JBt This myslenous 
BB spell may or may 
not be useful 

MUSCLE BOOTS 

Wear Ihese boots 
hr added fonl 
proteclloe 

FORCE SHIELD 

Protect yoursilf 
Qfl wllh a glowing 
field. 

PULSE WAVE 
^Bt Hit creatures with 
■B a wide wavy 
energy 

LIGHTNING SPIRIT 

Seed dowe o 
B^H surrounding 

shower ol bolts. 

LIFE UP 1 

jBt yefill e lew 
il valuable hil polnls. 

HARPY MAGIC 

Fly lo herd-to* 
^^B roach areas with 
this upllftiey apeU. 

EARTHQUAKE 

Shake up the erea 
Ikl end freeze 
enemies 

TWIN POWER 

Create a decoy for 
ittachieu eeemies. 

LIFE UP 2 

dBk lleflil mosl of your 
hit points wilh Ihls 
BP spell 

- - --- 



Control Your Kicks 

As you gain experience and rise to 
new levels, you'll learn a host of 
kicking techniques. Soon, you will 
be a Kick Master of incredible 
power and control. Master the art 
of hitting enemies on the ground, 
kicking them out of the air and 
sweeping them off their feet. 


Hit enemies thel ere low 
lo the yroued with e 
lool-siidiig sweep 


leap into the air aed come 
dowe with an eeemy- 
crushleg keee drop 


Hil creoluras thot ere 
directly above you with 
this ecrohellc move. 


Biittermr Kick 


Surprise your enemies 
with o super quick 
sweep and slide 


Hick, plait eed kick 
ague lo word off 
approaching eeemies 


Clear I he air ol flying cree 
lures with Ihls forceful 
feel-flral maeeuver. 


Use this move lo swirl 
araued eed knock out 
eeemies oe bolh sides 


Cul through crealures 
with I he power of e 
buzzsaw. 


Is Tull Of Danger 


Belzed’s 
First Strongholi 


A Long Way 
From Home 


Belzed’s 

Haunted 

Tower 


The Coverns 
Of No Return 


. 1 Bottomless j 

1 On Boord 1 

Across | 

Crevosse 

®The Ship Of Strife * 

1 The Swomps j 
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Tha instruction booklat reviews the first three 
stages in detail. Here's a quick racap. 'Vbu'II 
begin in the forest of an evil Witch. Defeat tha 
low-level inhabitants of this wooded area with 
ease and collact axperience. 


Stage 1: The Witch's Forest 


One swift kick will 
flatten any of the 
enemies in the 
forest. Defeat them 
quickly, then jump 
up to collect experi¬ 
ence points and 
other Power-Ups. 



Stage Leader 


The Witch of the forest drops 
two small monsters as she 
flies. Defeat one of the mon¬ 
sters, then avoid the other one 
as you target the Witch. 









Stage 2: The Caverns Of Mo Return 

.lumn oit ikes* m***! 


The creatures in this underground 
passage are considerably more chal¬ 
lenging and have much stronger 
offenses than the enemies in the 
forest. Try to collect both Magic 
points and Experience points as the 
Power-Ups a/e falling. Then use the 
Bouncing Bulb to clear difficult areas. 



Jump ott of the meek 
repeatedly to speed 
•p yoer trek ecross 
the swemp 


Walk throeyh the 
cavern well plctered to 
find the megtc Muscle 
Boots 





Stage Leader 


Use the Bouncing Bulb to curb 
the canines, then use it to hit 
the creature's mid-section. 



Stage 3: Belzed's First Stronghold 

” .. Freeze The Wizard 


Belzed has abandoned this for¬ 
tress but he has left behind an 
army of evil soldiers. Carefully 
make your way through the pas¬ 
sages of the stronghold and try 
to take on the enemies one at a 
time. You might find yourself in 
serious trouble if they manage to 
attack as a group. 

Hit And Run 

Wait for the mutants at the 
beginning of the stage to lift their 
shields, then move in quickly and 
give them a swift kick before they 
have a chance to fight back. 


Ydu can stop the magic creature 
in the middle of the stronghold 
from disappearing and reap¬ 
pearing by hitting it quickly and 
repeatedly. 



First Stage Leader 


You'll only encounter this small 
creature if you go by way of the 
boulder-filled passage. Attack 

it swiftly and 
you'll be able 
to get several 
hits in while it's 
frozen. 




Break The Boulders 
Kick your way through this boul¬ 
der-filled passage and you’ll find 
the mysterious ?? magic spell. 
Then take on the first Stage 
Leader. 


Kick the 

liouMers to cleer 
the peesage. 






Second Stage Leader 


The huge Bird that heads the 
stronghold can shower down 
three bolts of lightning. Avoid 
the bolts, then go after the Bird 
with a Vertical Press attack. 



# 
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Use the Bouncing Bulb to take down enemies 
from a distance in this rocky area and you'll 
have less of a chance of being knocked into 
the crevasse. Watch your footing and carefully 
leap from cliff to cliff. 







CLEAN-UP 


The Advanced Kick Master 


PASSWORD POINT 


Once you've learned the 
Sliding Kick and Knee 
Drop, you can use these 
swift moves to collect 
two or three of the items 
that enemies leave 
behind. 



Your Password only keeps 
track of your current stage 
and experience level. It does 
not note your accumulated 
experience points. Try to 
reach the next experiance 
level before you note the 
Password or the additional 
points that you have collect¬ 
ed will be wasted. 




Floot And Collect 


Eogle Ambush 


Pointed Perch 

Splhes come oil of 
(he gronnd near the M 
cliff edges. Witch 
(hem before yoe |emp> 

Ihen move when they 
retract 


Eagles drop 
down end fly 
straight et yoe 
as soon ns 
they reach 
yoer eye-level 
Avoid the ml 


Stage Leader 


Stop The Mogic I 


A Magician rapidly disappears and reappears In 
this area Try lo hll him as soon na possible 
end avoid Ihe splhe In the center. 


Slam The Sloths 


Qeickly tahe care of 
Ihe slow-moving 
crenlures near Ihn 
beginning nf Ihe 
stage end collect 
valeahle Power-Ups 


Magician. 


as yoe go after the 


The lion-like stage leader attacks in charging fireball fashion. Leap *. 
out of the way when it's charging, then attack when rt temporarily 
returns to its solid state. The Knee Drop and Bouncing Bulb ara 
both effective. 


Walk nftf the 
edge in this 
area end yoell 
colled Ihe Life- 
Up 2 moglc. 
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Second Floor Find 


Klch yoer way Into the second floor of the ship's cabin and yoo'lf 
discover some well hidden Power-Upa They're yours for the tailing I 


Strife 


As you sail to the shores near Belzed's Haunted Tower, 
you will encounter relatively weak enemies. This is a 
good opportunity to collect a lot of Experience and Mag¬ 
ic points. 


Skeleton 

The bony sailors 
on board are 
vulnerable to yoer 
attach while they 
lift their swords 
Slide Ini 


Surprise 


Birds of ths see 
fty by end attach. 
Use the Vertical 
Press Klch to dip 
their wjngi. 



Try to stay on the platforms and stay 
out of the swamps while you traverse 
this tricky terrain. You're getting 
mighty close to Belzed's Tower. It 
pays to be able to move quickly and 
freely while you're taking on the 
advanced creatures of the kingdom. 
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Magic Show 

Several weak 
Magicians 
appear here. 

Hit them as 
soon aa they 
show ep 




Blost The Birds 


Stop the Sirtfa 
mid-flight in 
this aectloe 
with • few 
qoich hlcha in 
the air. 


z 



EPPP 




Leon And Collect 

Stand with one foot on eed one foot off the 
lowest blocha to collect ■ few Hidden Power- Upa. 



Lightning Attock 


The Magtdena that 
attach with lightning 
will follow yoe Into 
toegh territory enless 
you tahe cere of them 
right owey. Use Flying 
Klchs. 
















































Martial Arts Maniacs 


Stage Leader 


Ttis fighters com* *ut In force 
t ward the •nil of this staff. 
Take thorn out with Sitting 
Kicks or Knit Drips. Try to 
avoid being surrounded ir 
you’ll h» hit paints in a 
hurry. 



The Octopus at the far end of 
the ship attacks with its three 
free arms. Take on the arms 
one-at-a-time while you avoid 
the rock shower. Then go after 
the left section of the head. 




Air Attack 

This winged blast 
iwoaps 4mm 
(•ward th« cantir. 

Hit it with a 
Vertical Press 
whin ft piaks. 



Disappearing Act 


You’ve encaun- 
tind Magicians 
like this in» in 
Stages Thru and 
Faur. Keip hittini 
thin and run. 



Drop In For Magic 

The Force Shield 
miglc Is hidden In 
the tali grass below 
Stand on the low 
bloch ol the platform 
and It will give wey. 



A new groip of 
Magicians 
appear here. 
Attach I ham as 
eoon ss yoi 
sei them. 


Mare Magicians 





Mummies Mave In 


The slow 
moving 
Mummlee 
attack with 
fireballs. Hll 
them qolchly. 



Stage Leaders 


Two winged crea¬ 
tures swoop down 
and send out 
powerful waves at 
the end of the 
swamp. Watt on the 
sides for them to 
reach the peaks. 
Then attack them 
with a kick or Whip 
Lighting. 


Avoid the warn and wilt fir thi 
creatures ti fly ti thi sidis. 




Whip Lightning Is an affective weapon 
igilnil Uim strange birds. 


The fight 
Goes On 

You've made your way 
through six stages of this 
long battle, but two still 
remain. The key to victory is 
in collecting as many Power- 
Ups as you possibly can and 
using your magic wisely. 
Build up to Level Seven expe¬ 
rience and you'll be able to 
power through the stages 
with ease by using the Blaz¬ 
ing Flip Kick. Hurryl Seized 
awaits! 

Stage?; 

A Long Way From Home 

A higo fill, si evil Spider and maty more 
motents will attempt lo stop short your trip 
to the towar Fight to the end and yoe'll 
aern Eirthqeehe magic. 



stage 8: 

Belied’s Hounted Tower 

Flnellyl Prleceos Sllphee Is here, end ao Is 
Seized* First, thoegh, yoe'll have to tahe oa 
his meny minions Good lechl 
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ME PAK ■ DATA BOX 


MEMORY 

TMXTM 

MMC3 
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Graphics 4 Sound 

40 

Play Control 


3.3 

Challenge " Lasting Inf. 

35 

Theme & Fun 


4.0 


he VZR-2 is missing 
and presumed lost— 
with its crew of Lemu- 
rian explorers from 
the Overworld. Moby, 
dauntless pilot of the 
' v VZR-5, is determined to 
worm her way into the 
Underworld with the ship's power¬ 
ful drills to find them. She knows 
that the it's dangerous territory. His¬ 
tory shows that the world was unit¬ 
ed and peaceful some thirty million 
years ago, but that tranquility has 
given way to the fractured and. 
hostile earth of Moby's day. 


ADAPT TO THE UNDERWORLD ENVIRONMENT 


VZR-Ta TANK FORM 


As yau begin In Nonmalta, 
you control the VZA-T, the 
Tank Form «f the WUAM. At 
deadends, press Up and A 
ti activate yeur drill and 
tunnel tough the earth 



VZR-H: HOVER FORM 


tefwe you drive oft the 
edge of the first cliff, press 
Up end A te change to the 
Never Farm, VZRT-K. While 
hovering, press Up and A te 
activate your drill. 



VZR-A: AERIAL FORM 


In seme areas, you can 
switch to VZR-A, Aerial 
Form, and Increase yeur 
Are pewer. Tht VZft A can 
pass through walls >f earth 
by t ing its shield power. 



• • • ■ 


VZR-H: TWIN DRILL 




Although it deesn't fire as 
quickly as the Aariil Ferm 
dees, the Twin Drill term, 
VZR-H, Is the best ship te 
use on the dense walls In 
the overview stages. 
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fter you drill through the earth's crust and enter the first cavern, 
laarn to handle and maneuver the Tank and Hover Forms. You will 
Shield Power as you go, but you must defeat enemy mis¬ 
siles to recover Fuel Power. The first stege is deceptively eesy, but ' 
when en angry inhabitant discovers your presence, he will trigger an 
eerthquake men attemptto bring your journey to an abrupt halt. Before 
you fight, talk to ell of your crew membersl 



emul, e Proto-Bio Monster, blocks your path in or take Possibility and Life Points, so be selective 
Stege 1 -2. Each time you meet it, get advice about who you Talk 
and points from the crew. They can a ither give to. 




T 


Press B and safest Talk. Moby will 
tell yoe to Talk to the others. 






Soma members aren't very helpful, 
others actually tahe points ewayl 


e f 







k 




mt mmn* 



When you first talk to Dso ft iocke, 
they Increase Possibility. 


They also Mot at monsters’ weak¬ 
nesses and suggest weapon* to use. 





Wten the Bervml explodes, It leaves 
behind tamdinp that appear in 
other areas. Search and dastroy 
them in rake Possibility Points. 


Dan says that the 
Bemuft nucltea 
mast ha In Its 
cantor. Aim at the huge eye hi 
fire away. If ywtr Possibility i* 
akot Is anoegk. 


Its center and 
at 100%, ona 



Stage 3, Moby leaves tha safety of the ship to 
'explore the cavern. At its opening, she finds a 
mysterious Blue Crystal. She also finds the lost 


VZR-2 and a surviving crew member who gives 
her a key to tha Undarworlders' Lab and e stern 
warning to bewara of their leader, Zolda. 




START 




m i rej.V i n iwp n . 


% i 




M 1 


W.f 








jiiiM 



r 

f 

v * * * % 



Lifc 

nl 






r FJZ 




Zaks Uw’t H !M|h n In 
laaks. Whan yau bait him, 
yau'll lain a vatoablt maw 
craw mewbar, tha Ml 
Rabat 
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Ssan be difficult to reach the end of Stage 2-1 because fuel is some- 
imes hard to find. Whan you reach Stage 2-3, Trmitite, be sure to In¬ 
clude G-13 in your conversations with the crew He will giva you sage 
advice and increase your Possibility Points significantly 


HIEROGLYPHICS! WHAT CAN THEY MEAN? 


FL? FBCM 


FI hen you defeated Zolda in the final cavern of Staga 2, ha came here, 
\g to Magma Falls. Moby finds a Grean Crystal near the cavern's open¬ 
ing, then she finds Dan, who tells her that the VZR-5 is historyl She 
must fraa tha other crew members who are being held in the Lab. 


SNEAKY SNAILS 


THE UNDERGROUND VOLCANO 


r he King of the Underworld is 
held prisoner in the Volcanic 
City, but neither he nor the 
people of Dinamur will be free 
until two power-hungry pretend¬ 
ers to the throne are defaated. Can 
Moby restore peace to the Under¬ 
world? When she places the Cry¬ 
stals as the king instructs, it appears 
that nothing happens, But then, 
appearances can be daceiving. 


P oby finds the Yellow 

Crystal in Stage 4, 
but she still doasn’t 
know what they're 
for. When she meets 
Bandal, Moby's sure 
that he's the Undarworld's big¬ 
gest brute... isn't ha? 


Sowoe. the Prlecess of 
Gels, Is awaiting yoer 
rescue. 


Fierce enemies attack 
releettessty in 5-1, 


Ooe't touch the blacks 
that euddeoly ep pearl 


A determined Meky leavee the crew behind 
(0 feces the fiercest fight of bar life-alone. 


T?5?vJW?H?!fPT 


Afier die m ,\ 
cavern, the 
VZR-5 muet 
lack Into 
Aerial, Twin 
Drill Farm to 
Jellew tha path 
•f the missing 
YZfl-3. 


Moby finds the 
Stene Tablet 
and realizes 
that the VZn*3 
was attacked 
here. There 
must be a 
hideout near! 


Find Diane, the 
Princess of 
Dinamur, and 
free her from 
Zelda's impri¬ 
sonment. She 
will Join your 
crew. 


A Red Crystal! Moby finds 
inether intriguing treasure 


stage 3 


tlj VIP, {Ft 1 These Snai', are 
HIHIhMI imp ssftle 

te an wH 
they roll ep In a 

L,V^>C AvLj bill and came 
wafter yai, they 
cause serieus damage. Don't west# 
your fuel fighting thtm-d* a fty*by. 


Yea cee't destroy the Lave bolls tbet come at you from the 
sides In Stage 3-3. Switch to VZR-A before yoe begle It's 
fester, which will make maeeeverleg pest them to 4-4 easier, 
There you’ll fled some of yoer mlssleg comrades 


STAGE 4 


STAGE 5 
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The Fantasy 
Continues 

This popular fantasy game series keeps 
getting better with every excitibg 
sequel. 


% 


’i 


1 /V 




£ 

0 


*?- 


5KJ 




Long a favorite fn Japan, 
Final Fantasy quickly 
became one of I he top fills 
for 1000 In I he US. The 
brave Llghl Warriors faced 
dangers by land, see and air 
as Ihey battled the forces of 
Chaos. 


Bigger than I he original Final 
Fantasy Legend, FFL H kepi 
I he R.P.G. format, bel added 
more characters and a more 
involved story. 


Gama Boy players didn't have 
long lo wall for the flral Final 
Fenlasy series game for I he 
handheld system The Llghl 
Warriors had a new mission, 
bul the R.PG. formal closely 
matched the original NES hit. 




Final Fantasy Adventure from 
Square Soft adds the new ingre¬ 
dient of close combat action to the 
traditional R.P.G. formula, and the 
mix is awesome! Not only do you 
axplore a vast world, uncover its 
secrets and undertake a quest to 
set it free, you also leap into the 
fray with a sword or axe flashing in 
your hand. 


A Perfect Balance More innovations 


Finally there's an R.P.G. Adventure, 
with the overhead action view that 
made The Legend of Zelda a 
megahit and the character growth 
that keeps players enthralled with 
Final Fantasy. 



What's new? Magical weapons 
that do much more than send foes 
fleeing, “helping" characters who 
fight with minds of their own, a 
vast overworld of 256 screens, 
plus dungeons, castles, and more. 


m-wwitrii/iki 


* M ^ mm 

vSffc Hi 

-ft 


I>« y«Mi Uwtmm m «lrl 
tk« nf 


E 


3 . 


L«v«| up* 

:«v«r«4V 





aiiiil 





IK. 9, v 9 ] 


Incrvcslng yoer experience level le vffcf to yoer 
seccess, bel so Is gathering Information end clees. 



Characters yue meel may loam ep le help yoe 
while weapone often help deer e new pelh. 
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Just adding the action mix to a 
sprawling R.P.G. would have been 
enough to make most players 
happy, but Final Fantasy Adventure 
goes much further. You have 
almost total control of everything 
from building your hero to using 
weapons and items. Even the ani¬ 
mation adds to the fun. 


Animated Spells 


Seeing is believing, and in 
FFA you not only see the 
effect of your magic spells, 
you see them in action. 
Visual clues make the adven¬ 
ture seem much more real. 
Even sound plays a key role. 


HEAL 

When you use 
Hit!, die poison 
files tram your 
hero's body. 

ICE 

The Ice spell 
chffls out toes, 
turning them Into 
virtue! snowmen. 


weapons With A Difference 


Thasa weapons aren't just used to 
wallop enemias; each weapon has a 
special use all its own. There are many 
obstacles facing you, and not all of 
them attack. What do you do about a 
tree in the path, or a gorge you can't 
cross? Try a weapon as a tool. 




Max Attack! 

Most weapons hove e special attack, like 
the Silver Sword which ahaots you ocross 
the screen. Lei the Attack Meter reech Its 
mexlmum end fire 


Helping Characters 


These characters 
travel with you in 
dungeons. When 
attacked, they fight 
back. This means 
you have extra fire 
power. 




The Chain leshes out like o whip end beeps 
enemies et bey. But If there Is e post on the tor 
side of a stream or gorge, the Cheln wreps eround 
It end putfs you ocross. 


Direct o helper's 
attack by moving 
toward the enemy. 


Helperi mey heva 
hidden powers. Find 
out by using the Ask 
commend. 


Each time your experience level 
rises, you heve Ihe choice of 
which attribute lo Increase. If 
you wonl o greet fighter, hoop 
choosing Power and Stsmlno. 
Meglc users require Wisdom. 


STAMINA 

Nigh Stsmfna means 
you will lost longer 
la battle 


WISDOM 

Greeter Wisdom 
results in being okle 
to cast more spells. 


POWER 

Increased Power 
mebes eech attack 
more effective. 


WILL 

Higher Will Increases 
the spsed of the 
Max Attack Meter 


The Adventure Begins With A Deadly Duel 




Gemma 
who once 
precious 
Tree Now the 
ere gone end 


One way 

If you defeat the mon¬ 
ster, you will return tc 
the dungeon where e 
dying cohort tells yoi 
of the Gemma Knights, 
A girl named Amande 
and another womar 
tell you that the onl$ 
way to escape is 
through the monstars' 
seek your freedom. 


There is nothing beautiful about 
agony and pain, but as a gladiator 
in the court of the Dark Knight, you 
are forced to battle monsters to 
amuse the evil monarch. Your 
adventure begins in the ring from 
which none have escaped. 


The Power Of 
The Marta Tree 

No sooner do you escape 
than you come across the 
Dark Knight arguing with a 
man named Julius about the 
magical Mana Tree. 


Whllt 

ore spotted 
Knight. He 
the brink at the 
pushes you over 


The monster Is slow end 
moves beck and forth 
near the top of tho den. 
Approach from behind r 
him end whack him e few 
limes, toen dodge back. 
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Your quest begins at the foot of the great waterfall. 
There is no returning to the Dark Lord's castle, so 
you begin to wander about. Nearby, the town of 
Topple provides safety and information, but you 
can't stay long. Along with a girl you rascued in the 
forest (who you named at the beginning of your 
adventure), you set out to find two wise men— 
Bogard and Cibba. 


Overwovld:- 1 st Area 






Travel to rappae 

Waking up at the | M . llo . „__ 

foot of the cliff, you "* ,c — *- 
are surrounded hyk |..flt..P a 

a wilderness. laiiiHHiJee 
Defend yourself ^ 

against the beasts and go to 
Topple where you can rest at the 
inn, buy items, and talk to people. 


Bogard advises that you pass 
through the East Cave on your way 
■ 89 — ■■■■■■jto Wendel. Break 

stones in the 
■ Q J cave with the 

■ Mattock. 


In a forest near Topple, a girl and 
her brother are beset by beasts. 
You plunge into the fray with 
sword drawn and rescue the pair. 
But alas, the brother is mortally 
wounded. His final request is that 
you take his sister to Wendel. 


.. 

Weapon Shop 
Broad Sword* 60 
Iren Helmet-140 


Item Shop 
Cure 2* 40 
Pure 3- 30 
Eyedrop 3- 60 
Key 4- IS 


Atfirst, Bugun* refuuuu toupuuk, but hu willchtngu his 
mlud and give you utfvlcu uud thu Muttock. 
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EAST CAVE 


TOWN OF TOPPLE 


1 TOOL SHOP 1 

Battle Axe 150 

Pure 3 

30 

Cure 2 30 

Key 4 

15 

Eyedrop 3 60 

Mettok 7 

60 


MAP SYMBOLS 

m Lockud door 

2 requires u Key. 

jf fireuk wull with 
r\ u Muttock. 
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Great Buy 

Buy the Battle Axe in 
the shop beyond East \ 
Cave. Also purchase 
extra Keys and Mat¬ 
tocks. * 


Ths Mystery Of jtetfs K 

When you reach Kelt's House you'll ■ 
learn the Cure spell and you'll meet a | 
strange guard. In the night, the girl * 
vanishes, and the next day you'll sat out ^ 
to rescue her. 

THE MIRROR 

Two mat who art also staying at Kelt's Hoase 
have valuable Information for you. They tell of a 
mirror that mffects the true form of a mao, which 
Is naedad to save the girt Tha mirror Is In the 
Mamh Cava, hat to antar tint cave mqalms i hey, 
and the key Is gaanfad by flares Uzardman. 


The Battle Axe 


Tha SatUa Axe Is ona af tha 

mast asaful weapons and 

tools you cat have. In hattfa, =gE a 

H Is a faarsama weapon. jib 

Normally, the Asa Is swung, 

hut whan tha Attach Metar la LdKftMd 

at maximum strength the Axa la thrown with 

stunning force It also cots down tmes. 


Tmochary awaits yes la Kelt's halls 


Tha Uzardmen Ihra In • swampy nest near Kelt's 
Hoess, hat they won’t give op their pmctoua 
flmnza Key wKthoet a fight You’ll have to hsttle 
them one hy one. Meho uve of the Cara magic to 
mcovar year Hit flolets when they get low. 


Not all chopped trees leave a atum|i 


Marsh Cave 




With the Bronze Key you can enter 
the cave. Once inside, you'll meet 
a man who says he will help you. 
As you explore the cave, hit the 
walls and listen for the sound of 
Secret passages. 

j 1 Yoar helper will aid you 

l Z IT. tn h«We with «w 

m h.ipv I creations. His srmws i 
■ i&MS W will not harm yoa. 


The two-headed water dragon 
breathes fire. Attack the heads 
from the top of the pond and use 
Cure to recover HP. 


Search tha second floor 
thomughty until you find tba 
Sickle. You'll need It later In the 
cave. 


The Sickle 

This shsrp, carved hlada swings ■ 
aroend yoa In a circle At Mss 
Attach, It swings wider. A 


In many caves yoa will 
And triggers In tha floor 
that activate hidden 
doors. 
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Return TO Kett's Ka-r 


With the Mirror in hand, go back 
to Rett's, but recover your 
strength with a good night's rest 
before challenging the guard 
with the Mirror. You'll need the 
strength for your next quest 


Restore HP end MP by 
slaeplog. 


Select the Mirror as an llam. Defeat the tree form of the 

geerd. 


Kelt’s Dungeons 


tmnt 






mm mi 


aeon Duties 


The Chain 


The dungeons beneath Rett's 
House are vast, but the girl is held 
captive somewhere in the depths. 
There are triggers and secret pas¬ 
sages, and enemies everywhere. 
The girl lies, unmoving but alive, in 
• - — a casket in 

the iowest 
room. 


With the girl at your side, return to 
the entrance and prepare to face 
Mr. Lee, a vampire. Dodge the bats 
and attack him in front. If you win, 
you will earn the spell of sleep 
(SLEP). 


Bats fly ont of the 
wmpiree' cloth, hoi 
they ere slow enoogh 
to dodge Use the 
Chein to ottach the 
Rend. 
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Cnve 


Eyedrop 3 60 
Key 4 15 


Mottok 7 60 

Oil 500 


ITEM SHOP 


.10 

Item Shop 
Cure 2* 40 
Pure 3- 30 
Eyedrop 3- 60 
Key 4.15 
Mottok 7* 60 
Weapon Shop 
Broad Sward* 60 
Iron Helmet* 140 
Iron Shield-185 
Iron Armor* 31S 


TOWN OF WENDEL 


Restore Rooms 

In many caves and dungeons 
you'll find special rooms where 
there are no enemies, just a 
quiet pond. Stand on the bot- 

tw ii Sliofe ariu pusAi^i'p Oi i ti ifc 

controller to restore your 
strength. 


Handy Helpers 

Since helpers attack in the 
direction that you move, you 
can help guide their attacks. 
Even more important, use the 

(&K toi l iTTia I lO tu V i lli ViUt Vtfli&A 

special help they can give. 


2 <2 


Don’t Give Up 

In a world as vast as this, you are 
bound to run into many dead ends, 
traps and puzzlas. Try everything. Hit 
walls, chop trees, step on triggers. 


important items or raise your level. 


Wendel And Beyond 


The Betrayal 

Even more surprises await you at Cibba's 
temple. Julius, the man who helped you in the 
Marsh Cave, kidnaps the 
girl and sets monsters 
loose on the townl Cibba 
gives you Heat magic 
before you set off in pur¬ 
suit of Julius. 


Now your quest leads west to Wen¬ 
del. Use tha Chain to cross streams. 
The castle town of Wendel has inns, 
shops and many people to talk to, 
but the temple is where the action 
is. In the temple you will meet the 
•■second wiseman, Cibba, and there 
you will begin to learn the terrible 
history of this land. 


Revelations 

Much is revealed in the tarn pie, first 
by Cibba, then by a visitation from 
the girl's mother. Now the girl is 
revealed as a great power, as her 
mom was before her. 
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fie Mouth Gaia 


t * 



To pursua Julius' airship into the I--- “— 

west, you must enter Gaia-a living jjp $ q ^ « ^«ckJ ^ 

dungeon of^arth and stone. Gaia j* g gQg soobp | 

has a taste for silver, and won't *5 qQq □ „ | 

swallow anything else. Luckily, f^T I «««».' 1 I 

theres a silver mine nearby. With TO .n C . »«nt sen - m 

the aid of Watts, a dwarf, you'll get thc » r t« G f 1 » ^ ‘ws^i <r 

the silver and get Gaia to "swallow" ^ *• Ow«rt Care to learn Buy oU In the shop In the Booth to Once you pet Into the mho, 

V q U about Watts end the trolley car In hihrlcate the mine trolley, which eelect the Oil es en Item. Get 

y tha mine thet yoe most eso, hssnp haen esed In ages. reedy (or e wild ride throegh the 


2ndL$w8telt 


Watts Is Waiting 

At the bottom of the mine shaft, 
you'll be greeted by Watts, a dwarf 
who has come to look for silver. If 
... |you find the silver, he'll 
make you armor and a 
3 * 3 .a sword. ** • 


teftiriy tnu.ppec 

Give the silver to Watts and he'll 
fashion some fine armor and a sil¬ 
ver sword back at the Dwarf Cave. 
Equip yourself with these items, 
then go to the Mouth of Gaia and 
enter. 


As the trolley zips at breakneck 
speed elong the narrow tracks in 
the mine, you'll pass three 
switches. Use the Sickle to hit the 
switches and change your track. 
Ignore the first switch, but hit the 
second and third. 


A giant megapede guards the 
treasure of silver at tha end of the 
mine. He reces out one of four tun¬ 
nel holes and snakes across tha 
open space. Wait for him at tha 
next hole land bop him. 


The Sickle pirn 
yoa tha hast 
choice to hit the 
twitch as yoa 
rocket put 


NO SILVER WITH SILVER 


round B I 1u>r * 


Unless yoe'rt eqefpped with sliver, Gala arid spit 
yoa out 
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All Aboard The Airship 


On the northern peninsula of the 
island in the lake is Julius' airship. 
Make sure you have extra Cure, 
Keys and Mattocks, then climb the 
anchor chain. Somewhere in the 
hold is the girl. You'll have the help 
of Bogard, but the ship is huge and 
filled with a dangerous and motley 
crew. 

Below D"; 

4 

Make your way through the first 
hold, battling ijionsters l and 
unlocking doors. The girl is kvthe.- 
second hold, but you can't reach 
her. There must be another way. 


r- 


Overworld: 3rd Area 


ITEM SHOP 

Silver 

240 

Cure 2 

40 

Ether 

320 

Key 4 

IS 

Motto ‘ 

7 60 



AKN! It My open 
iSTi I’ll q<*"t yov 
fru« nutsiUn 


Go outsldu to the 
guugplunk where you 
1 cun reucti thu girl. 


fiot reudy for Mother -- 

full. Nu suuuur do you IZZZ 
rtuch thu glri'u 
wludow thun JuHuu 
uhowu up uud puuhoit ZZZZ 
yuu uff thu ulruhlp. 


i uTnmI 



vlouffo of Goia 


M6uth of Gaia 


hp itii hp 20 ntoiie 




i 


The Airship 


STAR? 


| |ti nthgttu 
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Wow 


mm 


Tfre Town Of Jadd 

The castla city of Jadd is ruled by 
Davias, Rumors in town indicate 
that Davias is not to ba trustad, 
One boy requiras a bribe of tha 
Bag of Fang bef ore he reveals his 

clue. Get the 
I I Fang in battle in 

■ . ■ tha desert. 


Walk la a flgart alght 
•round tha two palms. 
This triggers Madasa’a 
Cava to opaa. 


Usa the Ice spell to 
freeze eaamlea Into 
aaowmea Push it over 
tha door trigger. 


la the battle with 
Medasa, Amsada b 
wounded. A tragedy 
occurs. 


The Adventure Has Just Begun 


It's at timas like this, whan 
you've been pushed off an 
airship, thousands of faet 
above tha ground, that you 
begin to wonder just what it 
will take to save tha girl and 
the Mana Tree. So far, Julius 
has outfoxed you at every 
turn. 


Overworld: 4th Area 


Cfoepoibo 


The Town Of Menos 

After crashing into the heart 
of Menos, your old friend 
Amanda nurses you back to 
health, than disappears with 
the pendant that the girl gave 
you aboard the airship. 
Treachery? Perhaps sha has a 
good excusa. 


ITEM SHOP 

Ether 320 
X-Ethar 640 
Flame 2 60 

Blaze 2 240 

Silence 100 
Pillow 100 


Maeuso’s Cove 


The Read to Jadd 

Strange tales of a 
craature called the 
Chocobo send you 
searching the north¬ 
ern forest for a giant 
egg, No sponar do 
you find the egg than 
a hatchling Chocobo 
appears and mis¬ 
takes you for its 
mother 


Medusa s Cava 

The due "Palm trees.,. and B" 
means you should go to the oasis 
with the figure eight shaped pond 
and walk around the two palm 
trees in a figura eight, The 
entranea to Medusa's Cava will 
open. Inside, Amanda helps you 
find the Ice spell and Medusa. 
Medusa's teardrop will uncurse «? 
the perrot 


Back 8n Jadd 

With the Tear obtained from 
Amanda, turn Lester from a parrot 
into a human. Then, with Lester by 
your side, venture into the vast 
underground maze below Davias' 
Mansion. Search for the WereAxe 
then seek out Davias. Be prepared 
for the fight of your life on the ram¬ 
parts of the castle. You'll need full 
Magic Points for Cure spells. 


In the room 
with four 
triggars, 
walk coaster 
cfockwfsi 
from tha 
right trigger 
to opaa tha 
passage. 




















































































































TiSreefAL FEATUfl 


Finally, it is your 
turn to follow 
Julius up the 
waterfall. Talk to 
Cibba first. Here, 
before the final 
battles, you pre¬ 
pare to learn 
whether you are 
indeed a Light 
Warrior. 


Symbol 


Falling up 


The Dark Ys„ The Light 


As the adventure carries you further 
into danger, the struggle becomes 
that of the Dark Knight vs. the Light 
Warrior. Once Davias is destroyed, 
the Harpist plays again and the poi¬ 
son gas clears from the northern val¬ 
ley, allowing you to move on. March 
north toward the Dark Knight's castle 
where the girl is imprisoned. 


i. Return to The Castle 


The path to the Dark Castle passes through 
several caves and across a bridge of no return. 
Be sure to find the Morningstar, a powerful 
mace that is used against Golem. Once you 
pass over the bridge to the castle, the bridge 
will crumble and you must go on. 


2. inside The Castle 


Worm your way through the sewer into the castle 
and find the girl. She will be your helper in this cru¬ 
cial stage, but you will also need the help of the 
mighty 
Blood- 
sword. An- 

fan . 


other 
awaits you I 


3. Bogard is Back 

After the fall, you’ll find Bogard 
waiting, and a scientist who can 
transform your faithful Chocobo 
into Chocobot—a sort of subma¬ 
rine. Then Bogard bids you to visit 
Cibba once more. 


With the Chocobot 
yoo coo tall, or at 
least paddle heneeth k 
the see. 


The Frozen Town 


5. Kary & The Guardians cave 


Monsters have frozen nearly everyone 
in this town, but one man tells that the 
monster Kary is responsible. You must 
go to Kar/s cave and battle the fiend, 
but that is only the beginning of a series 
of dangerous quests. 


The flame weapon will help you defeat 
Kary. Cibba will then tell you the legen¬ 
dary "Rusty" sword is in the Guard¬ 
ian's Cave. You should 
return to Cibba with it 
and learn of the Crystal 
Ithat must be broken. 










6. Liche's Island 


7. The Mystic Sword 


Liche, the Earth 
Fiend, is one of 
the most power¬ 
ful enemies you'll 
face, but you 


must defeat him to get the Nuke 
spell that breaks the Crystal. By 
now your levels should be in the 
forties. 


There are many Crystals, but only 
one will reveal a new cave when 
Nuked. Inside that cave you will 
find the power to restore the 
legendary strength to your mysti¬ 
cal sword. Look 
for the Mystic 


With full power, go in to attack Liche. 
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The new version has ail the smooth, fast action of 
NES TB, with the same teams and rosters. Each 
team has its own taients and specialities, based 
on the abilities of its players. There are three 
modes: One Player, Two Player {using a Game 
Link} and Coach mode, which allows you to 
choose your own formations. Ready to try your 

hand? It's kickoff time! 


CHICAGO ! 

VICTORY 


TOUCHDOWh 

Scoring « toechdown goto 
yoe « high five from the 
Qaerterheck. Con yoA 
beat enoAgh teems to win 
the toeruament? 


WORLD 
CHRMPION 


TM&O 1991 TECMO JNC 


I He TWELVE TEAMS OF The teams and lineups are the same 

* * * * nstiifi * ********************** as in Tecmo Bowl for the NES, which 

TECMO BOWL meanstheydatebacktoabout1988. 


Wltn #36 limmy 
Smith et Running 
Seek, the right off 
tackle la the 
strongest play for 
Washington. 


Herschel Walker. Left 
off-tackle. Enoegh 
said. 


Let Walter Payton run 
his sweep. Michael 
Slngteterry holda op 
hla end on defense, 
making thla a very 
good ad-eroend team 
with the best running 
ettack In the game. 


Who elsa hat Joe 
Montane? Use the 
ahotgon homb. Oer 
Geme Counselors 
uy Sea Francisco 
haa the best paMlng 
attack In the geme. 
Joe can run, too. 


Phil Slmma throws the 
hell for New York, end 
his receivers ran e 
nice hettonhook 
pattern. Select 
Lawrunce Taylor st 
linebacker for the beat 
defenae In the geme 
hy farl 


Anthony Carter pleya 
both wide receiver 
end kickoff return 
for Mlnneaotu. He Is 
capable of going all 
the wey on s Idckoff 
return, end he rum 
e very mean reverse 
plsy. 


11 cnitiEn 

RECPT' 0 3. 
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RIGHT OFF-TACKLE 


LEFT OFF-TACKLE 


SWEEP 


REVERSE 















































































































































GAME BOY- 


Each team has four offensive formations from 
which to choose. Each team has a particular play 
that works especially well, depending on the 
talents of its players. You must learn the 
strengths and weaknesses of every team to win 
the tournament. 


You have a lot of freedom of movement when on 
defense. Choose a player to control; he can inter¬ 
cept passes, sack the Quarterback, block a hole 
anywhere in the line, or dive for the feet of the 
ball carrier. 

SOS INGLETA81GARTER 




While the offense In 
getting net, presn A to 
select the player you 
went to control 


fs the ball down close to the henh 
markn? If so, yon might not be 
ehie to sweep thet way. 


When yonr receiver In open, presn 
A to pees. 9e careful or you’ll he 
Intercepted. 


On the fonrth down yoe 
sen pnnt, attempt a field 
goal, or go for the ffrst 
down. Yon tan choose 
these on other downs by 
pressing S. 


A good defensive player can Intercept 
pnsses. If yot see e pass nnfoldlng, 
choone n receiver end try to get between 
him end the hell If ynn choose the right 
receiver yon will nntomatically roeke the 
Interception. Good Inch! 


Number 20, Albert Beetley, returns the hickoffs 
end is the star of this taere. Bet yot’vo elno got 
Erie Dickerson 
running the hall. 

Many Nintendo 

Geras Coenselorn ^ t f 

consider him to ho «Q ^ 6 fc! 

the best single W ^ 

player In this 1 f IHS 1 1 1 1 1 * 

game. Ren him 

off-techle end nee 1 ® 1 

what yoe think. -30 .40 I 


Another teem where the speclellnt In the nter. 
Clevetand’n ntrongent play is the klchoff return, 
with Gernld 
MncNell, #09, 

running It heck, rl ^ 

Thin is e good ell- So-oo 1 ima 
nrannd tenm thet g f ► J) Jf 
hen three (connt 

’em. three) players * ' ' 1 W 1 ,— 

named Johnnon. f £ w c= 


Rnnnlng Sech Cnrt Wereer nhows off hln ntuff 
with n powerful sweep. Rnn him up the nldelinen 
for best resnlts 
SenttlB loven Steve ■ 

Largent es wide WABrSb”* 
receiver bnt pifoio 3 ?!?:?*. 

wonders If Brian ;► 1? Wg* ' 1 g 

Bosworth In worth 9 2 I W * 

thet hlg contrnct 1 1 Sfci ■ ** f 
On defenne press ! * *3? 

A three times ™d # 

decide for 2 Ohi? 'i 

yonreelf. i i 1 i 1 1 1 i j- <J - i 


Oeerterbeck Den Merino throws e deadly 
neenrete nhotgnn pass ta scree good sets of 
hends Fill the sir 
with foothills, 
heceese Mlamfti 
defenne ain’t 
mnehl 


Denver Is another good ell-eroend teem, mnfnfy 
hy virtue of the versatile Joho Elwey. Nln host 
piny Is the deep- ^ — 

ont pass, hot yon 
nhonld also try 

calling a pass end w oo-oj t 

then letting him * V l*"* 

run with the bail. 3 

Don’t forget to let fcjqp - 1! 1 ' 1 ' 1 1 " L 
Tony Dor sett do "I £ 

nome hell cerrylng. | M * f 


Whnt e heckfleldl Bo Jechson hlnsts throngh the 
line—off the left gterd-and be seo often go ell 
the way Marcnn ^ ——— 
Allen doss his 

power sweep to r.nu 

ftk. _J»U« II.. >'P f ' 5 IA ?MO 50 ? a 1 1 

tne ngnt. Aino try no-no o? 

*k«tTOIai^'T 


75J0NES 

»ctC*J O 

0:54 


voivrn 


SPECIAL PLAY 


INTERCEPTIONS 


KICKOFF RETURN 


SWEEP 


SHOTGUN PASS 


DEEP-OUT 


POWER SWEEP 
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Watoh out 1 ; hose 
iitt ere -v' or *e - 


It may sound like an easy task* 
but in this game dangar really 
does lurk around every corner. 
You must find your way around 
various obstacles and enemies in 
order to reach your goal. And 
don't forget... the clock is 
always running. So hurry, or it 
could be too late. 


Be careful near the edge’ It may 
look safe but if your ball breaks 
you will lose precious time wait¬ 
ing for a new one. 


Don't let your ball fall into the 
abyss. These dark pits are huge, 
and you could end up waiting 
even longer here. Roll cautiously 
around them 
and make 
up tima on 

the straight- I 

aways. 


Along the way you will encounter foes. They're 
tough and move erratically but always appear in 
the same spots, learn whera they lurk and you'll 
be ahead of the game! 


START 


The first race Is jast for practice, hat It 
Is yoer choice to gsle hones polets. 
Gelher speed eed eee the romps oe the 
rlghl eed left of the pelh to reech the 

other side of the 
chesm Doi*l slow 
[pSf' dowe or yea might 

2 n M fell lei 


BLACK BALL 

This dork shedow of yomett will try to heoch yee off the 


MARBLE EATER 

Get to dooo to these twisters sei they'll show yoe how 
they get their eeme 

SLIMES 

these acid pools ere herd to see becaeee they're so low 
ts the ground. Avoid cootacl with the Slimes el sll casts. 


6£ xtwzli 





























































































START 


SPECIAL FEATU 


START 


START 


One* yau gel ever the draw brid|« \n 
tilt second race there art tw ways far 
you to fo. The safer path lies dawn the 
ramp, but you'll have te nail gulrtty 
throuflh this lonytr reute te reach your 
I oil In time Roll past the ramp to find 
a chute that leils to a shorter but 
much mere treacherous course Mister 
the teupher path to 
save valuable time. 


ln the middle of thlu race welta u 
uwerm of Slimes. Maneuver puut the 
first few to the higher grouud und welt 
thnre for n snfe opeulng. you mey lose 
n tmte tlmn hnre, but you'll lose more If 
your bsd Is dtsscilved. 


At the end at this level Is an arta of 
the flier that Is very slippery. If you 
stay on the left side as you past, It 
sheuldn’t give yau any problems, ft you 
do fall in, be careful when yju came 
eat. Yau won't have much csntnl of 
your ball and It's easy fo rail iff side. 


START 


Atoug the side of this path eud (he uext 
lurh three Yecuumu. You'll heve to move 
fuut to get puet theue suckers, but 
dou't roll off the ulriel 


The pipes come up qulchly here, eud 
quo hit will push you over the brluh. To 
go this wey you'U ueed speed, but the 
time you urn Is well worth the rtuh. 


START 
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TAKE THE SHORTCUT? 


AVOIDING THE POLES 


Everythlug lu upulde dowu lu thlu nice. 
You utart et the bottom uud eud up et 
the top, eo dou't loue your wey. Keep 
golug up eud you'll flud your goul. 

The chute takeu 
you to quo of two 
puths. Mnhe use 
of the level sec¬ 
tion In the ceuter. 


If you ride the 
peeh of thlu puth, 
you will be uefe. 
There nre two level 
uectlouu here thet 
make It enuler 


MASTER THE CONTROLS 


Remember, grnvlty Is beckwnrds on thlu 
stage, so going uphill lu euider. Golug 
too test Is sure to drop ynn off the 
edge. Tehe your time ou the rampu uud 
mnhe up speed et 
the top 



































































































































































































Battle Unit Zeoth 


press the A Button twice. When you move the R-Type 
to the right, you will see that the Power Pod is gone. 
Then, after a few seconds, the Power Pod will float 
back onto the screen, from the right side. While this 
trick won't improve your chances against the forces 
of the BYDO Empire, it may be fun to check out. 


Stage Preview 

You can survey any of the five stages of this sci-fi 
thriller and take a look at the massive stage leaders 
with a single-stage select that also gives your fighter 
invincibility. Wait until the intro music is over on the 
title screen. Then press Down on the Control Pad and 
the A and B Buttons all at the same time, quickly and 
repeatedly. As you continue to press these buttons, 
you will occasionally hear tones. The total number of 
tones that you hear will match with the stage number 
that you have selected. If you, for instance, have 
heard a total of three tones, you can press the Start 
Button to take a look at Stage Three. Wait for a total 
of six tones and you will be able to press the Start 
Button to see the end of the game. 


SCORE 001030 LX • 
Waft for 6 few secouds uud the 
Power Pod will reuppeur. 


™ « e 11*9*10 jmlECO 
LftGSISED BY ilinmVN) 

Press Dowu, A uuri B qulchly uud 
repeatedly. You will occaulouully 
hour tones 


| rtom A<gwnr #4?f 

Demo Control 

While you generally don't have any control over the 
objects in a game during the demo mode, you can 
speed up or slow down the F-1 racer that demon¬ 
strates this game. As the demo mode is running, 
press and hold the A Button and the car on the 
screen will blast off for a maximum speed of 330 
KPH, passing the other cars on the track. Press and 
hold the B Button and you'll see the car slow down to 
a minimum speed of 280 KPH while competing cars 
pass by 


Your fighter will he luvluclhle us he 
hluuts through the utage. 


When you complete the stage, 
you'll sturt ugulu ut the heglunlng 
of the same stage. 


Power Pod Play 

Pull off a trick with the Power Pod by making it disap¬ 
pear from one side of the screen and reappear on the 
other side. Collect the Power Pod and attach it to the 
back of the R-Type. Then back up to the left edge of 
the screen so that the Power Pod is out of view and 


.— H LASTM LAST► I 

Before you actuully start raclag, press uud hold A to spaed up the demo 
racer, or presu uud hold B to ulow It dowu. 
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NOW PLAYING 


Tills 

Company 

H«y 

kifc 

G 

fewer Meter 

P c 

1 

Gem Type 

Aerostor 

Vic Takai 

IP 

3.1 

3.3 

2.8 

2.7 

Spaceship Action 

Final Fantasy Adv. 

Square 

ip/ 

Batt 

3.9 3.6 

4.1 

4.1 

RPG Action Adventure 

Morble Modness 

Mindscape 

GL 

3.3 

3.2 

2.9 

3.1 

Arcade Action 

NKK FALDO GfAMPtONSMP GOLF 

Titus 

IP 

2.8 

2.6 

3.1 

3.1 

Gnrf 

Tecmo Bowl 

Tecmo 

6L/ 

Pass 

3.0 

3.5 

2.8 

3.3 

Football 

TRAX 

Hoi 

GL-4 

3.1 

3.9 

3.1 

2.8 

Tank Battle 


Game Boy Chart Key: 


Games are evaluated with ratings from 1 
(poor) fo 5 (excellent). 


lP=One Player 
GL =Game Link Two Players 
GL-4 —Game Link Four Players 
Pass =Password 
Batt —Battery 


G~Graphics and Sound 
P = Play Control 
G=Challenge 
T=Theme and Fun 


OPtirsIG $ 


m m 


Metroid 2 for Gama Boy should 
be out by tha end of the year from 
Nintendo. Fans of the NES ver¬ 
sion of Metroid have been asking 
for a sequel to this classic for 
years and now they're going to 
get it for the compact video 
game system. While the game is 
still in development it looks like it 
will be even larger than the origi¬ 
nal with more places to explore 
and more supar gadgets to col¬ 
lect. Here's an early look: 


the 100 meter dash, the pole 
vault and the long jump. Another 
one to look for is Shadow of the 
Ninja, an excellent Game Boy 
adaptation of the NES ninja thrill¬ 
er. This version includes new set¬ 
tings and new enemies along 
with the same great play control 
and the same cool acrobatic 
moves. 








Metroid IE The Return of Somus 


The first track and field game for 
Game Boy will be coming soon 
from Interplay. Among the seven 
events included in Track Meet are 








Shadow of fhe Ninja 

Monopoly from Parker Bros, 
looks to be a direct translation of 
the NES version of this classic 
board game. Up to four will be 
able to play although it is not a 
Game Link game. Watch for 
more news in future issues. 


‘SPECIAL FEATUa 



GAME BOY 


V* 


Game 



Mario mania has ruled the cherts for 
months end shows no sign of slowing 
downl This one Is rad hotl 


TMNT? 

Fall of 
the Foot 
Clan 



The four fearless fighting Turtles continue 
their quest fo defeet Splinter and replace 
Mario In the top spotl 


Dr* 

Mario 



Dr. Mario proves that there Is e cure for 
the summertime hlues with this Top 3 megs 
hit 


4 F-t Race 


5 Final Fantasy 
Legend 

6 Tetris 


7 Operation C 


8 WWF Superstars 


9 Mega Man in 


Dr. Wily's Revenge 


io The Hunt for 


Red October 

Game Boy Top 10 rankings 
are determined by the votes 
of the Pros at Nintendo HG, 
sales at NES retailers and 
votes by readers of Nintendo 
Power. You can vote for your 
favorite Game Boy games by 
filling out your Player's Poll 
entry and sending it to us. 




Jt 
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Here they are, sizzling scores from hot shot players! If you'd like to see your achieve¬ 
ments listed with those of other NES and Game Boy masters, send them in. If your 
scores are tops, they might just make our Hall of Game Fame! 



CAPTAIN SKYHAWK 



Jeff Walked 
Jason Shewing 

DEJA VU 

Blake Buzzini & Dave Woessner> 
Anthony Glmo^ 

Scott Roller^ 

Jamie Miller> 

Sue Reese^ 

Jackie Gravest 
Anthony Gentile^ 

Bret Schafbuch^ 

& Nathan Habben ► 
Jeremy Woffard ► 

Valane & Steven Parkinson^ 


Delta, BC^ 
Chicago, ll> 


8,738,000 
421,550 


Carnegie, PA^ 
Brooklyn, NY^ 
Eureka, CA^ 
Severn a Park, MD^ 
Bellmaur, NJI» 
Kenton,TN> 

Denver, CO^ 

Victor, IA^ 

San Jose, CA> 
Victona, BC^ 


Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 



DOUBLE DRAGON 




Tim Settlemaire^ 

Steven Lewis► 

Scott Churchson^ 

Ryer Anderson ► 

Pamela Castillo^ 
Michael Dawe^ 

Matt, Andy, & Kevin Yoho^ 
Matt Hendrickson ► 
Landon Sanol^ 

Kenneth Dallas 
& Howard Johnson ► 
John Pochmara^ 

Jeremy Zulliger^ 

Jason Westly^ 

James Kittleman^ 
Douglas Szperka^ 

David Zak & Gregory Anderson^ 
Brandon Sylvestre^ 

DR. MARIO 

Peggy Wiebush^ 

Allen Thornton ► 

Diane Westermanr> 
Stephen Krogman^ 
Steve Shrader^ 

Dave Pagh ► 


Evansville, IN^ 
Geneseo, IL^ 
Waldwick, NJ^ 
Owatonna, MN^ 
Harwood Heights, IL^ 
Highland Mills, NY^ 
Christiansburg, VA> 
Roscoe, IL> 

Desert Hot Springs, CA^ 

Brunswick, GA^ 
Maple Ridge, BC^ 
Marathon, Wl^ 
Brandon, FL^ 
Loudonville, NY^ 
Philadelphia, PA^ 
Arlington Heights, IL^ 
Saint Joachim, ON^ 


Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 


Grey Forest, TX^ 2,S61,000 


Vermilion, OH^ 
Newtown Square, PA> 
Boca Raton, FL^ 
Staunton, VAK 
Bellevue, WA^ 


427,600 

403.200 
387,000 
332,400 

322.200 


Charles Hall Jr ► 
Kim Altana ► 
Sally Muse^ 
Andrea Lum ► 
Mary Closed 
Nora Erbe^ 
Roslyn Mikell ► 


Portland, OR^ 
Irvine, CA^ 
Monticello, IL^ 

El Cerrito, CA ► 
Grand Rapids, Ml^ 
Fresno, CA^ 
Beltsville, MD^ 


310.200 
309,600 

262.200 
261,000 
259,000 
231,800 
231,000 



DRAGON WARRIOR H 


Don & Kevin Housed 
David & Steve Berlin► 
Mike Bossier 
& David Genovese ► 
Chad Bye^ 

Weston Turner ► 
Michael LaChance► 
Seth Goldberg^ 

Tom Saltarellir 
Billy Terrell ► 

Deborah Papkes 


Plainsfield, IL^ 
Sacramento, CA^ 

Las Vegas, NV> 
Seattle, WA^ 
Roanoke, VA> 
Halifax, NS^ 

East Meadow, NY^ 
Bronxville, NY^ 
Rockford, IL> 
Chaffee, NY^ 


Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 



FINAL FANTASY LEGEND (GAME BOY) 



Jennifer Mukai^ 


G.I. JOE 


Stephen & Paul Ruddell^ 
Derek Lee^ 

Tyler Chancellor^ 

Luke Morgan ► 

Daniel Bhangu^ 

Brad lobster & Steve Salyer^ 
Clint Ellis & Michael Lawson^ 


San Gabriel, CA^ Finished 


Kailua, H> 
Brooklyn, NY^ 
Midland, TX^ 
Northeast, PA^ 
Lexington, MS^ 
Williamsburg, VA^ 
Hopkinsville, KY^ 


Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 



IKARI WARRIORS 


Jeremy Thompson^ Tyler, TX^ 

Scott Hastings^ Reading, MA^ 

Winn Smith &. Andy Metz^ Lockhart, TX^ 



Finished 

Finished 

Finished 






THE IMMORTAL 

Brian Szuman ► Lexington, SC ► Finished 

KABUKI QUANTUM FIGHTER 

Frank Cipparone^ Philadelphia, PA^ Finished 
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MAGICIAN 

Daniele Regazzi^ 

Eugene CrofcheckP- 

METAL STORM 


Weston, ON* 
Alexandria, PA* 


Finished 

Finished 



Bobby Kelley* 

Howard Hathcock Jr ► 
Jason Neufeld* 
Jeffrey Gosey* 
Jennifer Eubanks* 
Kevin Saylor* 

Steven Wolenskl* 

PKNBOT 

Alvin Okubo* 

Daniel Marcus ► 

Don Miller* 

Rick Grossman► 

Kurt Lindquists 
Luke Hermans 
Jeff BrobjorgS 
Anthony GattoS 


NAfest Spnngfield, MAS 
Theodore, ALS 
Arvada, COS 
Slidell, LAS 
Theodore, ALS 
Oek Ridge, TNS 
Orlando, FLS 


Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 


Militant, HIS 
Tenafly, NJS 
Owenton, KYS 
Riverside, MOS 
Mission Viejo, CAS 
Bettendorf, IAS 
Clayville, NYS 
Bronx, NYS 


99,999,999 
70,317,380 
24,579,940 
24,091,200 
20,273,330 
11,343,900 
1 1 ,260,370 
11,062,380 



POWER BLADE 


Anthony BontaS 
Arnel WiebeS 
Chris LamoreauxS 
Chris XavierS 
Christopher HigginsS 
Jacques RobergeS 
John CromerS 
Kenneth PowersS 
Kevin YokubatisS 
Mike DulaneyS 
Ryan McCracken S 
Scott KimberlmgS 


San Leandro, CAS 
Fort Saskatchewan, A8S 
Hopkins, MNS 
Antioch, CAS 
Forest Laka, MNS 
Val Caron, ONS 
Mount Vernon, KYS 
Wiscasset, MES 
Houston, TXS 
Kansas City, KSS 
Indianapolis, INS 
Valparaiso, INS 


Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 




PRINCESS TOMATO IN THE SALAD KINGDOM 

Koji FoxS Aloha, ORS 

SILVER SURFER 


Finished 


Adam NiverP- 
Jeff Rohr> 

Michael Thompson ► 
Nicholas BrissonP- 
Stephen LaFrance^ 
*lU*a 


Mexico, NY^ 

Blue Spnngs, MO^ 
Elgin, SO 
Denver, COP* 
Canyonville, OR^ 
Mm** 


Finished 

Finished 

Finished 

Finished 

Finished 



THE SIMPSONS: BART VS, THE SPACE MUTANTS 



Brian Gettleman* 

Daniel Beilin 

Jeff & Matt Mahnoski* 

Joey Costello* 

Jonathan Fox ► 

Kelly Beiseker* 

Kevin Drzakowski ► 

Kirby Jarvis ► 

Melanie & Ginger Dichiara* 
Scott Stauffer ► 

Terry Durham► 

Tim Smiths 
Williem Certer* 


TETRIS 


Scherni Natta* 
Royce Cannon* 
Justin Ramut* 
Ken Anderson ► 
Wally Kowalski ► 
Kerry Alan* 
Steven Riccitelli* 
Dan Ciolek* 
Lewis Mammel*’ 
John Brodrick* 
Andy Richey ► 


New Rochelle, NY* 
Dothan, At* 

Enfield, CT* 
Trenton, NJ* 

Fort Wayne, IN* 
Upland, CA*- 
Saint Charles, MO* 
New Palestine, IN ► 
El mire, NY* 
Aripeka, FL* 
Canton, SD* 

Grand Island, NY* 
Tawksbury, MA* 


Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 


Portland, OR* 
Saint Paul, MN* 
Westport, MA* 
Elgin, IL* 

Luling, LA ► 
Reading, PA* 
Carlsbad, CA* 
Jefferson, OH*- 
Wheaton, IL** 
Raytown, MO* 
Grand Prairie, TX* 


792,844 

784,597 

600,237 

528,761 

510,688 

489,975 

462,468 

460,645 

450,349 

442,001 

421,108 



TMNT H: THE ARCADE GAME 


David Duchesne & Lala Roy* 
Andrew Jacobs ► 

Corey McKee* 

Jeff Major & Brian Rose* 
Jason Dunn & Bnan Murray* 
Matthaw & Sean Brakey ► 


Mississauga, ON ► 
Andover, MA* 
Wingham, ON* 
Scarborough, ON* 
Timmins, ON* 
Shakar Haights, OH* 


Finished 

Finished 

Finished 

Finished 

Finished 

Finished 



TOTAL RECALL 

Rob Queen* Huntington, WV* Finished 

ULTIMA: QUEST OF THE AVATAR 


Bradley Lewis ► 
Harold Stone* 
Jason Drury* 
Jonathan Lavoie* 
Melba Frank* 
Mosbe Adesmk* 
Patrick Horener* 


Asheville, NC* 
Moss Point, MS* 
Wyoming, Ml* 
Kirkland, PO* 
Omaha, NE* 
New York, NY* 
Carson City, NV* 


Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 


CAN YOU BE FIRST ACROSS THE 
FINISH LINE? 

When your scores put you ahead of the field, be sure to 
record them on film and send them to NES Achievers. If 
yours is one of the highest we receive, or if you’re one of the 
first to finish a game, your name might 
be listed in a future issue. When you 
take a picture of your television 
or Game Boy screen, hold your 
camera steady and use only nat¬ 
ural light. For best results, use a 
35mm camera without a flash. 

C’mon — go for the checkered 
flag! 


NINTENDO POWER 
NES ACHIEVERS 
P.0. BOX 97033 
REDMOND, WA 
98073-9733 
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CASTLEVANIA D 


CASTLEVANIA ID 


Prod teed in 19B7, Castlevania 
Introduced Ihe Belmont family 
bt »!■ AriuiuiQa. unr . 
ifid they know that Simon’s 
battle with the crafty Count was 
]ust the beginning of a rivalry 
that would became legend. 


Although Simon wns victaimus 
In his previous encounter, Ihe 
lvir uoums UD.& ton j Aits 
plague Transylvania. Te break its 
grasp, Simon must search day 
and night f a Dracula's five 
maievjJent mansions. 


A brave anceslnr, Trevoi 
Belmoel, answered the 

. s ‘icVjft.itit (r -s fov 
pretection from the very Count 
Dracula that weuld again 
threaten Transylvania in the 
years t« came. 




\. ^ 


THE BELMONT 
LEGEND 
CONTINUES 

iyitiK T.C ^Jits Wi i lify 

patriarch, Trevor, the legendary 
whip-wielders of the Belmont 
line have sought to permanently 
cage the Count in his coffin. The 
sinister Dracula, however, 
haunts them again in the fast¬ 
est, greatest, Castlevania 
adventure. With vivid graphics 
and double scrolling back¬ 
grounds, this installment is the 
eeriest yet! 


This month our Super NES preview serves up three titles that show just how 
varied the selection of games for the new system will be. The legend of the 
Belmont family continues with Castlevania IV, Final Fight lights up the screen 
with super street-fighting action, and SimCity sets city planners loose to 
build their own utopian societies. 


CASTLEVANIA E 
SIMCITY 
FINAL FIGHT 
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CASTLEVANIA ffi 



G ET € RACKING On ?H E LATEST A DVENTURE 



! 



As always, Simon can crack the Whip to the side and overhead, but now 
he can also strike on the diagonal and swing it rn a complete circle. By 
jumping and pressing down on the Control Pad, he can even zap enemias 
lurking below. Hts best stunt, though, is wrapping it around an anchor 
above and swinging, a la Tarzan, from platform to platform. 


Ae to the other Caattovnnla games, ennffltee 
nttaeh from all directions Now, thanks to 
thn superior graphics capahlltles of the 
Super NES, Simon can quickly attack in all 
directions, too fly prnaslng Jomp, Whip, 
and Up on the Control Pad, yon cnn jump _ 
nnd destroy nonmlns hovnrlng above. Prose 
Jump, Whip, nnd Right or Left on thn 
Cnntrol Pad In takn ont baddies nhova 6hiT 
to thn side. SJmnn la e mnater nf many 
tnchnJquns, end hn’ll nnnd every oan of 
thnm tn reach thn Count. 


If you press nnd hold the Whip betton. the Whip strikes in a wnuy 
pattnrn Instnnd of a straight linn Thn waye strike isn't as powertnl ns a 
straight strlhe, but it comns in handy whnn you aren't sure nxactiy 
where an enemy will appear . ?. 


Prnse and hold thn Whip hnttoe, thnn nsn thn Cnntrol Pad to swing thn 
Whip la drelna Again, It donsnt pach thn pnnch nf n straight ntrikn, 
hut It takea nnt nnnmlea apprnnphing from nhead and behind, as wnll as 
any zeroing m oe thn diagonal. 
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You can beat this scrawny pair of 
Skeletons with the strongest Whip. 
Crumble the horse first, then go for 
the rider. 


SWINGIN' SIMON 


2 Outside the castle are peo 


Jump and Whip in circles to wipe out 
the slithering, striking beasts Medusa 
tosses out, then blast her with the 
Boomerang. 


Yikesi Spikesi 


. pie-eating plants, ghoulish 
'\ Gargoyles, and crafty 
Crows. When you reach the 
river, go with the flow. 


Witch carefully for undorwatei obstacles as 
the current pulls you along- Whip the Freys, 
jump the Spikes, and beware of Uia Gar- 
yaylas that sweep dawn frem alovt. 


Devil dogs dan 
from nowhere to 
destroy Simon. Whip 
or jump over them 


Avoid tnair missiles 
and rattle their 
bones with your Whip 


The great graphics capabilities of the 
Super NES allow game designers to 
render even the smallest characters 
in amazing detail. Don't be deceived 
by an enemy's size, though. Some of 

toio jii iurtv. 26'1 Wrfi Yfc trio ijngtibsi 

you'll encounter. Some you've seen 
in other Castlevania games, some are 
all-new and totally gruesome. 


STAGE 1 A CREEPY CASTLE 


A BONE-JARRING BATTLE 


MEET MEDUSA AND HER MINIONS 


HOUNDS OF HADES 


BONE CHUKKERS 


PILLARS 
OF BONES 


CTAAF m 


Sneak A Peak At The Early Stages 


Enter the 3-D scene outside 
the fortress fence, then 
press Up to open the gate 
and enter the ghoulish 
castle grounds. 


From ytur lodge, press and hold the 
Jump and Whip buttons. Wrap your whip 
around the anchor above and swing. 
Whon you're over tho next platform, 
roloaso the buttons to land. 


MEDUSA 

HEADS 


Lilse a stroii 
Whip on the 
floating Medusa 
Hoads. 


Pillars of Bones 
can shoot in two 
directions. 


BATS 


D in't touch 
thoso rabid 
pests! Use 
your Whip to wipo them q 
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In these dank caves you'll 
have to watch for bother¬ 
some bats and falling boul¬ 
ders. Some enemies appear 
and disappear randomly. 


One head spits flames, one fireballs. 
Stay on the lower left platform and 
throw Axes when the heads emerge. 


UNCOVER 
A HIDDEN ROOM 


Whip through the boulders 
to find a hidden room that 
contains a Heart hoard and 
Meat that restores ooints. 


The Stages you've complet¬ 
ed each had three sections. 
Stage 4 has not only four 
sections, but two big bosses 
as well. The enemies you'll 
meet are much tougher than 
those in earlier stages, too. 


SWING TIME 


You'll meet one boss, a gigantic skull, at 
the end of 4-1. In 4-4, you'll encounter 
a behemoth with a bad attitude. 


The rooms in Sligo 
j | 4*2 will try to throw 

\ J rotating wildly. 

V- What a 4J2zytn| 

experience! You can't keep your fcatini, so 
wrap your whip ai mi an anchor and swing 
safely until tho room stops spinning. 


Watch your tfopl Thoso 
Holdleg Hoodo pop oui 
ot the* groood ood latch 
ooto your logo. 


Gorgaotuan Gar¬ 
goyles a wo op dowe 
to attack They're 
hord lo handle! 


Who-or wnoi-ls lo 
side 9 These curious 
coffieescem to attack oe 
Ihelr own 


Stony, spitting 
creel ures lump 
suddenly tram 
the water 


STAGE 3 CREEPY CAVERNS 


HOLDING HANDS 


GARGOYLES 


POND 

SCUM 


FROGS 







llrUg 

rA. —v ^ 





! i \ 
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THE NEXT GENERATION OF GAMING 


® end €> 1989 MAXIS © 1991 Nintendo 



THE POWER OF CREATION IS vBURS 


SimCity is a simulated city—a city 
that exists inside the computer 
circuits of the Super NES. The 
super resolution of the system 
means that the power plants, 
roads, airports, parks, and sky¬ 
scrapers appear almost 3D. Its 
like looking at a real city from 
above. But more important are 
the SimCitizens whom you can't 
see. As the mayor, you control 
every aspect of their lives, from 
collecting taxes to building public 
works such as stadiums, zoos 
and seaports Your powers even 
extend to the control of natural 
forces' Why not send a tornado 
ripping through town 7 

ZONING FOR IRE FOTORE 

It's up to you to zone areas for indus¬ 
tries, commercial businesses and resi¬ 
dences Then the SimCitizens take 
over. If the zones are attractive, Sim¬ 
Citizens will start to build. 


But don't make things too tough 
on the SimCitizens. If you do, 
they will pack up and move out. 
Your ultimate goal is to build a 
city of half a million. It won't be 
easy. Problems like increasing 
pollution and crime require crea¬ 
tive solutions. 


PAST, PRESEN) AND FUTURE 

Time passes in SimCity 
month by month, year by 
year. As the seasons change, 
so do the graphics. 


SUMMER 


WINTER 




Choose tram 1000 lendforms, 
then huld yoer city tsing the 
graphical Icons on Ihe side 
har Yot can control Ihe game 
and access deta from the top 
har Icons 




URBAN NIGHTMARES 

Dealing with problems 
caused by growth is one of 
the main jobs of any mayor. 
Planning is the key. 

TRAFFIC 

Poarfy laid-oet streets caese trouble as Ihe 
popilation Increases. Graphs and maps cen 
help yoe pinpoint 
problem ereas. 


.z.. 


CRIME 


PM PPP 




Hfl MT §m 

mwm It. 


A power source and roads 
make zones attreclive to 
builders. 


Development begins small 
and grows If yoe 
encourage It. 


Highly developed urhan areas have 
skyscrapers, luxery condos, and hage 
factories Growlh brings aboul problems, too. 
Condos caese traffic jams and factories 
create heavy pollution 


w 


When criminals run 
rampanl, pet the 
reigns on them hy 
heiidmg more Police 
Stations This Is jesl 
one solution. 
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SIMCITY 



SIMCmZENS ON THE MOVE 

Transportation is important in any city, real or 
Sim. Roads and mass transit move people in 
town while Airports and Seaports help busi¬ 
ness and industry. 


The mayor must make 
the city a nice place to 
live. Build facilities like 
those below to make 
your city both safe and 
fun. 


MAYOR-MAOE DISASTERS 

If you feel like obliterating a 
major metropolitan area, no 
problem. There are six fun-filled ■*» 
disasters to choose from. 


You'll need to provide electricity 
for the city's zones. Build either 
coal or nuclear plants, but 
beware of potential problems. 




Koopa is jn the march 
through a city, 
searching ter Mario 
and Luigi. 


Powerlines 
connect zones 
and bring the 
Juice. 


VOLUME 28 75 




























































SIMCITY 









You can ask for Dr. Wright's 
advice, but sometimes he shows 
up on his own bearing gifts. 
These gifts can be built in the city 
to encourage growth and add 
income. It's the Wright Stuff 


LIBRARY 


As tha mayor of a growleg city, you'll need a 
place to Ilya. The "Yoer House" gift is a maesioe 
for the mayor What will the voters Ihink? 


SISTER CITY 


* 


Taka oal a loaa of 
$10,000 from SimCity 
Savings ft Loaa. You'll 
pay It back with 
lateraat-$500/year for 
21 gama years. 


There are six scenarios and two bonus scenarios. In each scenario you 
are the mayor of a city that is about to be devastated by a natural or 
manmade disaster. You'll have only a short time to recover, and with 
limited funds. Quick action is the key. 


SAN FRANCISCO 


Fir* Coverage 1$ poor 
before the big quake. Beef 
up the Fire Department 
and get really to bulldoze 
rubble. 


BERN 


Miles and miles of extra 
reads are a major budget 
drain. Solve Bern's traffic 
prtblems by eliminating 
mess. 


BOSTON 


A nuclear meltdown 
makes a huge area of the 
city uninhabitable. 
Relocate Industries and 
businesses to win. 


TOKYO 


After Keopa stomps Tekye, 
work to reduce the hijh 
pollution levels in the 
Industrial cert. 


DETROIT 

Is a big problem In 
■etr jit, but unemploy¬ 
ment, low tax revenues 
and ether prtblems are 
se bad, 


□ RIO DE JANEIRO 


Global warming has 
causeri the oceans te rise 
Develop the waterfront u 
prevent future flooding. 


GOALS Oft NO GOALS 

In SimCity, you set your own 
goals. Be creative and experi¬ 
ment. The power to build 
your vision is now in your 
hands. 


76 NINTENDO POWER 










































































FINAL FIGHT 



a BIG FIGHT TAKES 

big fighters 


PUNCH FOR POINTS 


When you're out on the streets as 
Haggar or Cody you'll find helpful 
items in Oil Drums and Crates. 
Punch 'em open and take what's 
inside. 


ENERGY 


Grab « title on the 
roed and restore some 
or ell of your lost 
energy Larger Items 
restore more 


Cody Is quick He 
does well by using 
Ins hare hands end 
the smell Knlle. 


lust jptn big containers for Venus Feints end 
Powtr-Up Items. 


yeu an edge ever the 
competition. Pick 'em 
up out of the rubble 
and start fighting. 


OCaPCOM 1909/1990 © CAPCOM USA INC 1989/1991 


Muscle your way through the 
crime-ridden streets of Metro City 
with the sizw and power of super 
fighters Haggar and Cody. They'll 
big, they're fast and they're on the 
Super NES' 


SAVE OUR CITY 

Metro City is under siege by the manic 
Mad Gears. They've kidnapped Mayor 
Mike Haggar's daughter and have 
demanded total control of the city. But 
this former street fighter will never 
give in. With help from his friend, 
Cody, he's taking to the streets for a 
bare-handed battle against the lead¬ 
ers of the gang. 
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THESE GUYS 


Haggar has been street fighting 
for a long time. Along with experi¬ 
ence, he has a wide variety of 
impressive fighting moves. The 
smaller Cody has youth and speed 
on his side. 


LIGHTNING FAST FISTS 


hty c# 

**rft*. 


BLOW 


BOD v 


it mi* ***** 

Mi ft* *lr. 


tftantal. c, *» 

* cm,d«riw»» 

j tw**. ■nu«* h ’ 
< HfcUnwt* * k * 
tnMlK- 




N'llir'i 

WKHnw 

crunckar 

r»wi 

nnw* t f 

*«y |»r* 


HE ADBirrr 


l Ttt* cnwk« »* 

H**f*r* 

| fWRfih- 


tU-shM 

h r *^Ml IVWv 
Alt niM». 


With a power 
fill pivot, Hag 
gar can hit 
Honda on the 
left aad right 


H»«|H put* hh a# 
InU tills sldawayi 
shocktT. 
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ROUND 


THE SLUMS 


Your battle begins on the bad stde of town. Shake up 
the streets with a fist and foot barrage and break 
Drums and Crates for Power-Ups. 


The bruisers It I his hldeoul 
ere big bsl so ere your fists 


This guy's lough. He’ll call it reltforce 
metis whet he’e In trothle 


Take lo the sir and seed 
fellow street fighters flyltg 


ROUND 


Your prize for clearing the 
first two stages is a bra nd 
new car! Pummel it with a Pipe for 
points! 


When the train rolls in, it's time to 
rumble! Hop onboard and get 
moving. 


Atdore Is super 
strotg Give him e fast 
atd furious attack 
before he twists you 
Itto t prelzel. 


You’ll atep ouf of the eubwey and Itto fhe 
ring Try to work In close to Ihls flghler 
e»d take eway his swords. 


ROUND 


THE WEST SID 


The late nighters in the restaurant 
district have an appetite for de¬ 
struction. Give ’em a taste of your 
fists. 


If ytu’rt fast and 
powerful, this west 
side sijry will have a 
happy ending. 


Itn't let this bully fool yiu. He's dressed 
like one of Metre City’s finest but he’s 
really tne of It’s dregs. 


The Mad Gears are lurking in every durk corner. 
It's up to you to take Haggar or Cody through the 
five sections of 
this burg to 
battle the gang's 

evil leaders. 


UBM 


The fight really heats up in the last 
«**«'*» Battle your way 


two stages 
through the Bay then take on the 
laaders of 
the gang, 
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It's a light month for NES releases since many 
licensees are gearing up for big hits toward the 
end of the year. This issue’s pair of games that 
didn't quite rate feature coverage, though, do 


deserve a second glance if you're into high speed 
chases or baseball games with a lot of options. 
Stop by your favorite store to see if either of 
them are your cup of tea. 


ELIMINATOR 
BOAT DUEL 

Electro Brain's Eliminator Boat Dual is a super fast 
one-on-one water race for one or two players. Two 
participants challenge each other to a race in rivers 
and open water, while a single player takes on a host 
of computer controlled speedboat pilots. As you 
advance through the ranks of racers, the courses 
become progressively more challenging to complete 
and the opponents get wise to your moves. Use your 
victory money to make repairs and to purchase 
upgrades that will make your boat more difficult to 
defeat. If you're outraced by the computer controlled 
competition twice, your boat will be eliminated from 
the proceedings. 




maun 



Take on i cast of expert racers In one-on-one speedboat duels. 



A victory will eot yo« money to spead on e foster eed more doroble speedboat. 



Race In 
Three Views 


The action begins on the 
starting line with a side 
view showdown. When 
the flagger jumps and 
starts to wave, that's your 
cue to hit the gas. After 
the initial sprint, the race 
is then shown overhead 
or from behind the boats. The view may change 
several times in the course of a race. In either view, 
though, your goal is the same; to collect Nitro 
charges, get around your opponent and sail to the 
finish line in first place. 



t: 


As soon aa the flagger Jompa into 
tbo air, lt*a OK to take off. 


Whan the view switches to ae 
\v- ! V overheed perspective, mane ever 
** around your opponent 



Stay between the beoya for 
maxlmem performance In the 
hehlnd-the-hoata view. 


If the boats ere close at the flush 
line, yoe'fl see e slow motion 
repley. r - ~ 
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GRAND PRIZE 

See The 


►A TRIP FOR FOUR 
TO SEE THE AMERICAN 
GLADIATORS IN ACTION 

► PERFORM SOME OF 
THEIR STUNTS YOURSELF 

► AN AMERICAN GLADIATORS 

GAME PAK 




















AMERICAN 

GLADIATORS 




SECOND PRIZE: 

15 Winners 


Even If you can't he an American 
Gladiator, ym can show that yoe 
have a tree competitor'e spirit hy participating In the competition via the NES 


Join Team Power end 
make a fashion 
stale mentl Oer 
Nintendo Power 
jerseys hove a whole 
new look Fifty 
wlnnere will pet Into 
it 


Official Contest Rules 
(No Purchase Necessary) 

To enter, either fill out the Player's Poll response card or print your 
name, address and telephone number on a plain 3" x 5" piece of 
paper Mail your entry to this address 

A * A* 1 • ^ ^ r “ — .m ■ — - 

NINTENDO POWER PLAYER S POLL 

P.O. BOX 97062 
REDMOND, WA 98073-9762 

-T > - 4 - —- -• Jr M- - . n 1 i*. ->--»•-* ••• * 9 • tM (A . 4*^ 

One entry per person, please. All entries must be postmarked no later 
than October 1,1991 On or about October 15,1991, winners will 
be randomly drawn from among all eligible entries. Winners will be 
notified by mail By accepting their prizes, winners consent to the 
use of their names, photographs, or other likenesses for the purpose 
of advertisements or promotions on behalf of "Nintendo Power" 
magazine or Nintendo of America Inc. without further compensation. 


Chances of winning are determined by the total number of entries 
received Prizes are limited to one per household. Winners may not 
elect to substitute prizes. All prizes will be awarded. To receive a list 
of winners, which will be available after October 30,1991, sertd 
your request to the address provided above. GRAND PRIZE TRIP 
Nintendo will arrange air travel and accommodations for the Grand 
Prize winner and three guests to attend a live performance of the 
"American Gladiators." If the winner or any friend attending the 
event is under the age of 18, the group must be accompanied by a 
parent or acting guardian The actual date of the trip is subject to 
final determination by Nintendo of America Inc and to accommoda¬ 
tion and airfare availability. Nintendo of America Inc reserves the 
right to substitute a cash award in the total amount of $5000 if a 
performance of the "American Gladiators" is not available This 
contest is not open to employees of Nintendo of America Inc, their 
affiliates, agencies, or immediate families. Void in Canada and 
elsewhere where prohibited by law This contest is subject to all 
federal, state, and local laws and regulations. 























£0 JACKSON 

BASEBALL 

Just as multi-talented sports star Bo Jackson is miss¬ 
ing the '91 pro baseball season he also seems to be 
sitting out Data East's Bo Jackson Baseball, making 
only camao appearances on the title screen and at the 
end of the game. Regardless of Bo's whereabouts, the 
game is a solid baseball exercise with a lot of different 
ways to play. You can take on another player, play 
against a computer controlled team or simply spec¬ 
tate as two computer teams have it out. You can also 
choose the general strength of each team and set up a 
playoff series. 




Pitching And 
Hitting 
Are Keys 


The most interesting part 
of this game is the battle 
between the pitcher and 
the batter. The pitcher has 
a choice between five 
distinct pitches and can 
influence the curve of tha 
ball in flight The batter 
can choose to bunt along either base line or hit the 
ball with varying degrees of power. In a one player 
game, you see the pitcher/batter match-up from 
the mound when you're pitching and from the plate 
when you're at bat. In a two player game, the 
match-up is always shown from the plata. 



» L li ( V. F • > > 

vv-arnu ^ luvei - 

Mr? . V/X NCS 

*• ft ‘ 
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Even wllh no Bo, this nnn ranha 
wnll wltt othnr NES Baanhnll 
games. 


§»**« 

r*«n 
im i -mmti 

a* 

i MW/ ’• 

•ON* 


Choose oce of many dlffnmnt 
ploying cnnfiguratlnna. 


Choose finm five pitchna nr batting 
•trohes. 


Yon cnn drnw a Ini nf atrikea if yon 
hove gnnd hall control. 







\G £ 




Tnam ahllftlns rangn from Little 
Lnngnn to Big Inngun tn All Star 


Tenma from fnor of the 26 Big 
Lnagnn cltina cat partlclpaln In thn 
Playnffs 


Walch thn notion from thn plnln 
whnn yon’re hitting 


Vlnw from thn mnnnd when you're 
pitching. 


YOUR GUIDE TO THE LATEST NES RELEASES 


TITLE 


COMPANY 


PLAY 

INFO 



RATINGS 

f T 


GAME TYPE 


Ba Jacksan Baseball 

Data East 

2P-S 

3.3 

3.0 

2.6 

2.8 

Baseball 

Eliminator Boat Duel 

Electra Brain 

2P-S 

2.8 

3.6 

3.3 

3.2 

Speed Baat Race 

Kick Master 

Taita 

IP 

3.3 

3.8 

3.S 

3.3 

Martial Arts Action 

Smash TV 

Acclaim 

2P-S 

2.6 

3.8 

3.3 

2.9 

Game Shaw Action 

Star Meter 

JVC 

IP 

3.8 

3.S 

3.3 

3.8 

Sci-Fi Adventure 

WURM 

Asmik 

IP 

3.4 

2.9 

3.4 

3.7 

Sci-Fi Adventure 


LISTING KEY 

You can get the most out of our 
game listing by understanding 
the categories. Title, Company 
and Game Type are self ex¬ 
planatory. Use this Key to un¬ 
derstand Play Info and the 
valuabla Rawer Meter ratings. 


Games ara made to be played with as many The Pros at Nintando HG 
as four players. Some also employ a battery rate each new game. 


or password to save game play data 

"p 

*. _-T V 

4?w&= fom pm 




Ratings are from 1 (poor) to 
5 (excellent) in four differ¬ 
ent categories: 

A*' 

4X8* 


r i wi 
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HOW DO I REACH THE GEYSER 
IN HERMIT S MOUNTAIN? 


P o knows how to reach the 
Hermit in the Hermit's 
Mountain that is. Vbu found a 
clue in his poem that talks about 
Raindrops. At the heart of the 
Mountain is a room with a pool, 
but there is no door leading into 
the room. You guessed it, there's a 
secret door! In the room to the 
right of the geyser you'll find a 
Looper. Defeat the Looper and 
walk through the left wall of the 
room. Once you reach the hidden 
pool room, jump onto the white 
water and it becomes a geyser that 
jets you upward to the top of the 
mountain. There in a cave above 
the clouds is the Hermit with his 
Scroll containing the magic chant 



Walk through the wall, even thoegh yo« don't see e 
shadow. 



The geyser gashes, carrying yoe apwardl 
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■i 
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?1 
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Jimp onto the patch of white water hi the pool. 



HOW DO I GET PAST THE 
BIG BULLY ROOM? 


Y ou'll need to find a secret 
door to get out of this sec¬ 
tion of Captain Bell's Cave. 
The traps and puzzles that the 
Captain built into the Cave are not 
always easy to see, or to solve. In 
the room with the two Big Bullies, 


Mike must first defeat the bovine 
brutes then use the Rod of Sight, 
which he picked up earlier. Don't 
take the door that opens up to the 
right. The Rod of Sight reveals the 
presence of a ghostly Minie. If you 
defeat the Minie, a secret door 


appears to the left which will lead 
to the room with two dangerous 
silver balls. From there, the adven¬ 
ture continues as Mike looks for 
the waterwheel mechanism in 
order to sink Captain Bell's ship. 
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WHICH CHARACTER DO f USE 
TO REACH THE CROWNS? 


L egacy of the Wizard provides 
all sorts of challenges, but 
one of the most difficult parts 
of the game is deciding which 
family member goes where. The 
chart shown here indicates how 
the Mother, Father, Girl and Dog 
should proceed through the game, 
beginning in the Dragon Room. 
Each of these characters has one 


area in which they are the best, or 
only, choice if you want to get the 
crown. The routes shown on the 
chart indicate the general path 
that a particular character should 
take. For instance, the Girl's area 
of expertise is in the upper right* 
hand part of the world where her 
high jump boots are necessary for 
success. The Father's area is on 


the left side of the world. The 
Dog's area is in the center. The 
Mother's area is in the lower por¬ 
tion of the world. Once the four 
crowns have been collected, the 
Boy can warp to the final area of 
the game where he must find the 
Dragon Sword. Only with the 
Dragon Sword can you defeat the 
Dragon. 


Crown 


DRAGON 

ROOM 


r~ | 





1 

i _/ 




* - ** * - ■ 

/ 1 
M 

1 

& 

I 





7 - i — 


Crown 



Crown 




Crown 


GAME COUNSELOR PROFILES 








Matt Alderman 

Became Gama Counsalor February, 1990 
Hobbies Martial Arts, Sports, Drawing, 
Video Gaming 

Best NES Accomplishment First GPC to 
finish Littte Nemo The Dream Master 
Favorite NES Game Crystalis, Mega Man 


Jerry Hicks 


Becama Game Counselor May, 1990 
Hobbies Playing Video Gamas, Music, 
Horseback Riding, Computers 
Favorite NES Game Crystalis 




Roger Harrison 

Became Game Counselor May, 1990 
Hobbles Baseball, Basketball, Fishing, 
Reading 

Best NES Accomplishment Finished 
Blaster Master without losing a life 
Favorite NES Game Baseball Stars 


Brian Downey 

Became Game Counselor May, 1990 
Hobbies Reading, Snacking, Movies 
Bast NES Accomplishmant. Finished Maga 
Man 3 wittj one man 
Favorite NES Gama Castlevanla 3 
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ninja m\m i 


HOW DO I GET THE 1 -UP IN 
ACT 3, STAGE 1A? 


I n Act 3 of Ryu's latest adven¬ 
ture, our ninja hero finds him¬ 
self struggling through the 
merciless Amazon jungle, leaping 
from solid ground to hanging 
creepers while the jaws of piranha 
fish snap just below. In the middle 
of this area, located between two 
diagonally moving platforms, is a 
1-Up. As the two platforms come 
together near the surface of the 
water, you must jump from the 
right platform to the left. Stand on 
the left edge of the right platform 
and jump just before the platform 


reaches its lowest point. Slash the 
1-Up as you jump. If you don't 
time the jump correctly, keep try¬ 
ing. Duck down or slash the 
piranha when they jump at you. 
Don't try to get the 1 -Up from the 
platform because it will fall into 
the water and be lost. You can ride 
the platforms up and down to try 
for the 1 -Up several times, but the 
piranha fish will leap at you as you 
go up. You also have to watch the 
timer. If you take too much time 
trying to get the 1 -UP, you may not 
make it out of the stage. 



HOW DO I GET THE 1-UP IN 
ACT 4, STAGE 1A? 


I n Act 4 at the base of Castle 
Rock Fortress Ryu must catch 
hold of overhead moving plat¬ 
forms that will carry him over gap¬ 
ing chasms. If he falls, that’s it for 


Ryu. Above the fourth moving 
platform is a 1 -Up, but to reach it 
you must jump up to the top of the 
platform and battle the flying 
robots. As soon as you grab the 


upper platform, swing up to the 
top. Facing the 1-Up, hit it with 
your sword while approaching it. 
You'll take a few hits, but the extra 
life is worth the effort. 



NINJA GAIDEN 


HOW DO I GET PAST THE SPIKE 
ROOM IN ACT 7, AREA 3C? 


T he spikes in this stage slide 
in and out of the wall, so if 
you're not careful, Ryu will 
become a shishkabob. The trick is 
to time your jumps to the wall at 
the exact moment when the spikes 
disappear. That will give you the 
maximum amount of time to make 
your second jump to a safe spot 
where the spikes don’t protrude. 
The enemies in this stage 
shouldn't give you too much 
trouble, but you should have the 
super sword to extend your attack¬ 
ing range. Whatever you do, don't 
go slowly. 



First, jump to tha left wall what 
the apJkas are In, the* to the 
platform. 



From the middle platform, jump up 
Into the middle gap whan tha 
splkea disappear Nowjempto 
the right platform. 



Take the eerrow pasaaga to the 
left, jempieg qelckly twice to the 
platform 



Make the leap to the overhead 
platform, swing up to avoid tha 
hloh and defeat the guard with a 
qelck blow 



Swing up he hind the guard on the 
plattorm and give him some 
award 



One final jump to tho left wall 
whan tha aplkea are In the well 
will allow you to reach the end of 
this grueling atage. 
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HOW DO I FIND WARMECH? 


W arMech guards the 

approach to Tiamat's 
chamber in the high- 
tech Sky Palace. He is one of the 
most truly awesome foes in Final 
Fantasy—a real test of your met¬ 
tle—but the challenge of defeating 
WarMech is made all the more 
difficult by the problem of finding 
him. The odds are that when you 


cross the narrow bridge that leads 
to Tiamat's chamber you will not 
encounter the feared foe. In fact, 
the chance of battle is only 1 in 64. 
You can increase the odds, how¬ 
ever, by walking back and forth on 
the bridge. It may take several 
minutes, but eventually WarMech 
will appear, and he won't be 
awfully pleased to see you. 


Another area where Light War¬ 
riors run into trouble is in the inter¬ 
section maze of the Sky Palace. 
When you leave the warp, go two 
screens up and two screens to the 
left, then step onto the warp. 
Although it looks like the same 
warp, it will take you closer to 
Tiamat, and WarMech I 



Hetg out on Ihe space bridge It frott 
of Tlamnt't chamber, wnlklng lock 
and forth. 



Evettunlly, WarMech tppetrt. Prepare 
to get Nukedl 



From the Wnrp, go up two ecreett 
and left two ncrenns. 



The Warp to the text level looks 
exactly like Ihe one you just cnmn 
from. 


R0BINH00D: PRINCE OF THIEVES Su omi? 


R obin of Locksley is too well 
known by the Sheriff's 
henchmen to sneak into the 
castle—that is unless he is in dis¬ 
guise! Robin encounters a woods¬ 
man during a mission prior to 
reaching the castle area. While the 
woodsman sleeps outside, Robin 
can slip into his house and find the 
disguise. Back at the castle where 
the hanging is taking place, Robin 
enters into an endless battles if he 
doesn't wear the disguise. Once 
he has replaced his armor with the 
disguise, however, a guard will 
challenge him to a duel. If Robin 
defeats the guard, he will be able 
to enter the castle and seek his 
revenge. 





Put o% the disguise 



There'll be nn execution today. 





(206) 685-7529 
Nintendo Game Play Counse¬ 
lors are on call Mon.-Sat., 
4:00 am to Midnight and Sun., 
8:00 am to 5:00 pm, Pacific 


NINTENDO POWER 
Attn: Counselors’ Corner 
P.O. Box 97033 
Redmond, Wa 98073-9733 
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There are few shake-ups in the Top Ten this month, but Battletoads, a new 
face in the crowd, premieres in eleventh place, putting the pressure on the 
leaders. 



Use this color-coded key to 
check on your favorite games. 

Newcomers appear¬ 
ing for the first time 
this month. 


Games that have 
appeared between 
two and nine times. 


Titles that have made 
the Top 30 ten times 
or more. 


Number of months 
the games have rat¬ 
ed in the Top 30. 


MONHS 






supEtt MARIO BRG> l 


Mario 3 continues to hold the 
lead in his amazing twenty- 
third month in the Top 30. 



TMNT ns 

THE ARCADE SAME 

In the number-two slot for 
another month, the boda¬ 
cious turtles are taking it easy. 




Mega-hero and mega-villain 
prove that they have enduring 
appeal by placing third again. 


MEGA MAN m 
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CRYSTALIS 

Science fiction and fantasy 
blend to make this huge futur¬ 
istic adventure intriguing. 




FINAL FANTASY 

The fantasy may be final but, 
chances are, this won't be its 
final month in the Top Ten, 




THE SIMPSONS; BART 
V S, THE SPA CE MUTANTS 

Don't have a cow, man. There's 
a purpose behind Bart's spray¬ 
painting madness. 



7 




4,474 

POINTS 



DRAGON WARRIOR fl 

Lots of persistent players are 
trying to solve the many mys¬ 
teries of Erdrick's legend. 



TETRIS 

Tetris players are no block 
heads—you have to be clever 
to manipulate tetrads! 



STARTROPICS 


The circumstances of Dr. J's 
disappearance are puzzling 
Mike—and his many fans. 



DR, MARIO 

Virus-stompers everywhere 
are tossing capsules, keeping 
the little vermin in check. 


GR BATTLETOADS 


E 2 . 

K 


2.908 

eowis 


LEGEND ofZELDA 


| 2.541 

1 1 POINTS ■ 

super MARIO BROS, 2 

[T 2.351 

1 POINTS . 

) MEGA MAN H 

m 2,324 

POINTS 

DESTINY OF 

AN EMPEROR 

(fP 2,066 

l POINTS 

DOUBLE DRAGON IS 

f 1 -MS 

POINTS 

Bases Loaded S 

1.779 

_ xm- 

DRAGON WARRIOR 

\ 3S| ULTIMA: SOO. 

1,663 : 
POINIS 

TECMO BOWL 

1.523 

POIMS 

DOUBLE DRAGON S 

; 

TEENAGE MUTANT 
NINJA TURTLES 

ZELDA n STutr™" 

fT 1.386 
U PONIS 

Castlevania HI— 

1 Dracula's Curse 

: maniac mansion 


FARIA 

1,146 

POINTS 

WIZARDRY 

r TT1,144 

POINIS 

Disney's DUCK TALES 

■r|1.074 

POINTS 

BATTLE 

OF OLYMPUS 

ff' ’- 045 1 

LL powis 

Little Nemo 
the Dream Master 
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Players' Picks 


Pros' Picks 





GAME PTS 


1 Super Mono 8ras 3 4,644 

2 TMNTE The Arcade Game 4,002 

3 Mega Man m 3,315 

4 Final Fantasy 2,061 

5. lie Simpsons. Bart vs the Space Mutants 1,648 

6 Dragon Warrior 1,406 

7 8attletoads 1,374 

8 Mega Man H 1,256 

9 The Legend of Zelda 1,180 

10 Dragon Wa rrior H_ 1,120 

11 Startrapics 1,010 

12 Tetris 1,000 

13 Double Dragon El 994 

14 Dr Maria 983 

15 Castlovania H—Drocula's Curse 978 

16 Zelda H— The Adventure af Link 895 

17 Super Mario 8ros 2 817 

1 8 Double Dragon II 672 

19 NES Play Action Football 606 

20 TecmaSuperBowl 593 

21 Teenage Mutant Ninja Turtles 586 

22 Maniac Mansion 574 

23 Super Mario 8ras 573 

24 Monopoly 572 

25 Super C 542 

26 G I Jog 541 

27 Disney's Duck Tales 523 

28 Dragon Warrior IE 518 

29 Crystalis 509 

30 Mega Man 496 


PLAYERS 
MAKE THE 
HITS 

Their top ten shuffles only 
slightly, with the exception of a 
new title, Battletoads, at number 
seven. 


G.AME PTS 


1 Crystalis 4,742 

2 Final Fantasy 3,095 

- 3 StarTrapics 2,686 

4 Dragon Warrior E 2,581 

5 Destiny af an Emperor 2,324 

6 Battletoads 1,845 

7 Ultima Quest of the Avatar 1,740 

8 The Legend of Zelda 1,728 

9 Faria 1,168 

} 0 Wizardry__1J 46 

11 Mega Man IH 1,133 

12 The Simpsons Bart vs the Space Mutants 1,097 

13 Battle af Olympus 1,074 

14 Super Mono 8ros 3 981 

15 The Immortal 899 

16 Maniac Mansion 794 

17 Bandit Kings af Ancient China 712 

18 Nobunaga's Ambition H 642 

19 Adventures of Lolo HI 619 

20 Solstice 595 

21 Shadowgate 525 

22 Princess Tomofo ,n the Salad Kingdom 513 

23 Zelda H—The Adventure of bnk 502 

24 Mega Man H 490 

25 Dr Maria 455 

26 Tetris 432 

27 Castlevama HI—Drocula's Curse 408 

28 Dragon Warrior 373 

29 MetalStarm 350 

30 Mefroid 338 


THE PROS 
PICK STRATEGY 
OVER ACTION 

Games with lasting challenge 
dominate the pros' list. Faria, a 
new title, shows up this month. 


GAME PTS. 


1. TMNT E The Arcade Game 3,580 

2 Super Maria 8ras 3 3,404 

3 Tetris 2,939 

4 Dr Mario 1,991 

5 Bases Loaded H 1,838 

6 The Simpsons Bart vs the Space Mutants 1,766 

7 Super Mario Bros 2 1,724 

8 Tecmo bowl 1,663 

9 Mega Man IE 1,168 

10 Double Drogon IH__ 1,072 

11 Little Nemo the Dream Master 1,045 

12 WWF Wrestlemania Challenge 1,014 

13 Teenage Mutant Nm|a Turtles 884 

14 Double Dragon H 851 

15. Wheel of Fortune 825 

1 6 Al Unser Jr '$ Turbo Racing 774 

17 Dragon Warrrar H 773 

18 Bill Elliott's NASCAR Challenge 758 

19 Cove man Games 733 

20 Paper Boy 722 

21 Arch Rivals 703 

22 Baseball Simulator 1 000 689 

23 Dungeon Magic 678 

24 StarTropics 654 

25 Disney's Rescue Rangers 654 

26 Batman 627 

27 Galf 625 

28 Disney's Duck Tales 621 

29 Family Feud 606 

30 Mega Man E 605 


DEALERS 
TRY TO GAUGE 
FUTURE DEMAND 

If they can predict what the next 
big hit will be, dealers will keep 
their customers happy. 
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F ew NES games of recent 
note can compare in popu¬ 
larity to Bart Simpson Vs. 
The Space Mutants. Bart's legion 
of followers are also avid video 
gamers, and it should come as no 
surprise that Bart is as well. Nin¬ 
tendo Rower recently had a chance 
to interview Bart on video games 
and life in general. 

Nintendo Power: Bart you' re a big 
video game player. What do you 
think of video games in general? 
Bart: I think they could be a lot 
louder. Sometimes when I'm in a 
totally intense playmode with the 
volume turned all the way up, I can 
still actually hear myself think... 
It's very distracting. 

NP: Do you have any plans for 
video games? 

Bart: Yeah, manl I'm working on a 
plan to change all the desktops at 
school into video games. And then 



have our grades based on our total 
points scored for the semester. 
Cool idea, huh? 

NP: And how's this plan of yours 
coming along? 

Bart: Weil, naturally I'm meeting 
with a lot of resistance. If s typical 
of the sort of narrow-mindedness 
we vision dudes run up against 
all the time. 

NP: Any advice or playing tech¬ 
niques you'd like to pass on to our 
readers? 

Bart: Yeah. Forget shaking the T.V. 
set. I've tried it and it never works! 
NP: We hear so much about how 
stressed kids a re these days. How 
do you balance between fun and 
stuff like homework? 

Bart: Heavy on the fun, easy on 
the homework has always been a 
good rule of thumb. 

NP: What is your idea of the ulti¬ 
mate vacation? 


Bart: I'd like to take my skateboard 
to the Great Wall of China and go 
the distance, man! 

NP: Do you have any interesting 
hobbies? 

Bart: With all the time I devote to 
skateboarding and playing video 
games, I don't have time for hob¬ 
bies. 

NP: What do you want to be when 
you grow up? 

Bart: I'm still undecided career- 
wise. I guess I'll either be the guy 
who fishes the loose change out of 
the moat at Sir Putt-A-Lot's Minia¬ 
ture Golf Course, or Vice President 
of the United States. 

NP: Do you have any other plans 
for the future? 

Bart: Well, Krusty the Clown 
comes on in about 30 minutes, so 
thaf II take me right on up 'til din¬ 
ner time. Beyond that, hey... why 
tempt fate, manl *s 


The Simpsons TM & © 1990 Twentieth Century Fox Film Corporation. All rights reserved. 
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Character licensed games fill the list of what's coming for the NES, so 
we've devoted a large portion of this month's Pak Watch to these titles. We 
also expanded our SNES Development Dispatches. Enjoy! 



TAILSPIN 

Capcom went back to the 


Capcom went back to the 
drawing board on their 
TaiiSpin NES game, and 
came up with a new ver¬ 
sion for the CES show. Whereas 
the first game we saw concentrat¬ 
ed exclusively on Baloo's aerial 
adventures, the new version was 
well-balanced with a variety of 
activities for Disney's high-flying 
bear of adventure. 

Just like in the hit T.V. show, 
Baloo must pilot his plane, the 
Mini Seaduck, through air battles, 
and races as he vies with his rivals 
Shere Khan, Don Karnage and 
their henchmen. 



The action isn't limited to the 
sky, as Baloo can also hit the din 
for ground based fun. The actior 
scenes, are similar to the action ir 
Rescue Rangers and Duck Tales, 
add another dimension to Tail- 
Spin's eight different levels. 

Nintendo video game players in 


some areas may have already had 
a chance to preview TaiiSpin as it 
is one of the featured games in 
The Disney Afternoon PlayTour, 
which is presented by Capcom. 
The PlayTour is currently going 
strong and is scheduled to hit 
New York, Chicago, Indianapolis, 
Atlanta, Connecticut Minneapolis 
and Ft. Worth in September. In 
October the tour moves on to San 
Francisco, Dallas, Denver and 
Houston, and ends up in Disney¬ 
land for the Championships on 
November 8th. 
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TOM & JERRY 

This new NES action game 

from Hi-Tech captures the ^ *TP9 
flavor of the classic Tom & 

Jerry cartoons by giving 

tan mAi iiM^ IAk r\/ iAr\o a! aKokaa ~ ^ 


This new NES action game 
from Hi-Tech captures the 
flavor of the classic Tom & 
Jerry cartoons by giving 
main mouse Jerry tons of charac¬ 
ter. Not only does he have a lot of 
cool moves, but the game gives 
him other animations depending 
on the situation. For example, he'll 
stand there and fidget impatiently 
if you take too long to move. The 
enemy characters are suitably 
toon-like, including spiders that 
look like they stepped out of an 
old Max Flcrsher cartoon. 
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l %T * ■ 1 


When you have to out-toon top 
cat Tom, you'll find him to be a very 
large character. The play control is 
good as Jerry makes his way 
through multiple floors of his 
house to find Tuffy, who's been 



mouse-napped and put into a 
trunk in the attic by Tom. Plenty of 
household obstacles, hidden dan¬ 
gers and hilarious surprises are in¬ 
store for Jerry on this mission! 

Hi-Tech is also working on 
Sesame Street Countdown. This 
pre-school pak tests the up-and- 
coming power player's ability to 
find and recognize numbers. It 
also get them started on counting 
and addition. Like Big Bird's Hide 
And Speak, it has digitized voices, 
this time of The Count, of course. 




THE addams family 

From what we've seen and v v stuff! 


From what we've seen and 
heard of the new Addams 
Family movie due out this 
fall, it looks like it will be a 
hit. The casting was right-on, the 
costumes, make-up and sets look 
good and the script is very funny. 

The story goes that an imposter 
Uncle Fester is trying to scam the 
Addams Family out of their family 
fortune. But even after he gains 
entrance to the family mansion, 
the troubles are only beginning. As 
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anyone who watched the classic 
television Addams Family knows, 
that house contained a lot of 
creepy, kooky, spooky and ooky 


stuff! 

Ocean is working on a NES title 
based on the movie that focuses 
on action in the Addams Family 
mansion. At least part of the game 
will be a side scrolling action affair 
with Gomez rambling around the 
mansion in search of coins and 
other items. The look of the game 
is humorous and little touches like 
the eyes in the paintings that fol¬ 
low your movement add to the 
atmosphere and fun. 
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Taito's NES game based 
on everyone's favorite 
modern Stone Age family 
was a pleasant surprise at 
the Consumer Electronics Show. 
Although at first glance The Flint- 
stones looked like just another 


FLINT5TONES 


pterodactyls try to hinder his pro¬ 
gress. Fred is joined by Barney in 
his quest to find the parts for a 
time machine that will enable 
them to go after aliens from the 
future who have captured Dino 
and Hoppy and put them in a zoo. 


side-scrolling action game, the 
Fred Flintstone character is really 
fun, and the authentic Bedrock 
backgrounds add feeling of the 
game. Fred can run, jump and 
climb his way over obstacles as 
Stone-Age contraptions and pesky 




TERMINATOR 2 


With Terminator 2: Judge¬ 
ment Day tearing up the 
movie box office this sum¬ 
mer, it shouldn't be long 
before the NES and Game Boy ver¬ 
sions are available courtesy of 
LJN. In the game, you take control 
of the good guy. Terminator, and 


use your hi-tech weapons to pro¬ 
tect yourself and John Conner 
from the evil super-advanced ter¬ 
minator and other threats in six 
action levels. The early version we 
saw at the Consumer Electronic 
Show looked pretty good with 
moody backgrounds and graphics. 


■ 




MIGHT & MAGIC 


It seems like RPGs are 
experiencing a slight 
resurgence in popularity, 
as evidenced by the fact 
that 7 of the Top 30 games this 
month are in that category. If 
you're one of the fans of video 
game RPGs, you should be on the 


new menagerie of menacing mon 
sters awaits your challenge. The 
world of Might & Magic hae 
already found success in the per¬ 
sonal computer market nowvidec 
gamers are on the brink of dis¬ 
covering what the magic is al 
about. 


watch for Might & Magic from 
American Sammy. Like other 
RPGs, the emphasis in Might & 
Magic is on the story and puzzles 
of the game. The graphics inside 
the mazes are slightly reminiscent 
of Dungeon Magic, but seem more 
detailed and smoother. A whole 
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Gossip mum 


ROCKY 

After starring in five movies, America's favorite fictional prize-fighter. 
Rocky, is scheduled for a match on the NES courtesy of American 
Sammy. In Rocky the video game, you can play as Rocky and simulate 
his career from his street origins to world championship, fighting the 
same opponents he did in the movies. Or, you can take the place of 
Rocky's opponents and try a similar rise to the top, including a bout 
with Rocky! 


MR. GIMMICK 

What's the gimmick? Just good play control and easy to follow action 
in Mr. Gimmick, for the NES. The game may be easy to learn, but its 
tough to master. The hero, Mr. Gimmick, is a little Loio-like character 
who can shoot a star at his foes as he progressas through a side-view 
labyrinth. Strategy as well as reflexes are necessary to make it 
through the colorful fantasy world. Not only will our little green friend 
find plenty of magic items to help him, but he'll also run into wild 
allies like a pink brontosaurus! 


TMNTm 

We haven't seen much of TMNT HI from Ultra yet, but we're eagerly 
anticipating it. This time the turtles' NES adventures take them from 
jet surfboards in Florida to outer space and back to a floating Manhat¬ 
tan. TMNT HI allows you to change turtles throughout the game 
without a pause. This title should be different from any other TMNT 
game so far. As you might guess, a 16-bit TMNT title is in the works, 
but it's a bit further off. 


BATMAN: RETURN OF THE JOKER 

The Joker returns to the NES in a sequel that follows the DC Comics' 
image of Batman more than the movie. From what we saw at the CES, 
not only is Batman wearing his more familiar blue and grey costume, 
he's also almost twice as large as he was in the first NES game. 
However, the CES version was not the final one and the game is still 
unde r development. With a big screen sequel in the works, perhaps 
the final version will end up following the new movie. Stay tuned for 
further bat-bulletins. 


BOMBERMAN II 

The original NES Bomberman is something of an underground 
classic. The sequel, which has not yet been officially named, adds a 
few play features and a fun multi-player mode. With the help of the 
NES Satellite, you and a couple friends can enter Bomberman's 
world and blow each other to bits (or is it bytes?). Although at first 
glance it seems basic, as you play you'll discover the strategy 
involved. A similar play concept using tha Gama Link is available in 
Atomic Punk for Game Boy. 



NES PLANNER 


COMING SOON 

Avengers 

Barbie 

Bases Loaded 3 
Bio Force Ape 
Contra Force 
Cyberball 
Hammarin' Harry 
Hudson Hawk 
King's Quest V 
Mega Man 4 
Might & Magic 
Nightshade 
Rocky 
Secret Ties 
Space Shuttle Project 
Star Trak 
Terminator 2: 

Judgement Day 
The Addams Family 
Tiny Toon Adventures 
TMNTIE 
Toki 

Tom & Jarry 
Toxic Crusaders 
Ufouria 

Uncharted Waters 
Where in Time Is 
German Sandiego? 
Wizards & Warriors m 
Wolverine 


SUPER NES 
PLANNER 

COMING SOON 

ActReiser 
Castlevania IE 
Caveman Ninja 
Darius Twin 
Drakken 
Final Fight 
John Madden's 
Football 
PGA Tour Golf 
Populous 
SimCity 

Super Battletank 
Super Pley 
Action Football 
UN Squadron 
Wanderers From Ys 

IV 
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Development Dispatch 


After seeing so many 16-bit Super NES games at the CES, we decided to expand this installment of Pak Watch’s 
SNES Development Dispatches. While many games will be out in Japan before they are released here, the pace 
of development is heating up, and we expect some titles to come out here first. 


DARIUS TWIN 



f Although Konami's Grad- 
ius HI seems to be stealing 
the Super FamiCom space 
shoot-em-up game spot¬ 
light in Japan, Darius Twin is also 
one to look out for, especially since 
Taito is planning on releasing it in 
the U.S. this year. The graphics are 
decent and the action is fast with 



with two players going against the 
game's challanges, it still seems to 
be a good test of reflexes and skill. 
Other games in the Darius series 
have appeared on othar systems, 
but the Super FamiCom version 
looks the best. Look for it for your 
Super NES this fall. 



schools of small enemies and 
giant super-ships shaped like 
alien fish attacking frenzied 
piranhas. 

The featura that most sets it 
apart from GradiusHI, and indeed 
any Super FamiCom action game 
so far, is that it allows for two 
player simultaneous playl Even 



SUPER RUMORS 


Super Adventure Island Ultraman from Bandai 


Home Alone 


Big colors and big characters are what's 
in store In Super Adventure Island. Mas¬ 
ter Higgins is at It agaln-and island hop- 
pihg will never be the same. Master 
Higgins says, "Drink your milk and you 
can grow up big and strong like me!" 
Basketball’s bad boy Bill Lalmbeer Is the 
star of Hudson’s other 16-blt project^ 
Bill Laimbeer’s Combat Basketball. This 
futuristic basket brawl game features 
two-player simultaneous play (of 
course) and an overhead view of the 
court 


Not everyone got to grow up watching 
Ultraman (Japan’s answer to the 1960’s 
Batman TV show), but those who did 
have fond memories of the show 
Campy creatures and hoaky special 
effects were common as Ultraman 
defended his adopted planet, Earth, 
from gigantic planet wrecking monsters, 
Bandai plans to release a Super NES 
game starring Ultraman, but It will be 
based on the new animated U.S. senes 
scheduled to start next year. It features 
one-on-one sparring between Ultraman 
and his space borne adversaries. 


The Idea of a video game based on the 
comedy hit Home Alone seems like a 
natural, and THQ was previewing a 16- 
bltter at the last CES From the small por¬ 
tion that was completed, It looks like 
the side scrolling action game will fol¬ 
low the trials and tribulations that befall 
Kevin as the crooks try to Invade his 
home. Ttie game connects with the 
movie further through digitized stills 
straight from the big scree a THQ Is also 
developing Pit Fighter for the SNES, 
which will feature actual digitized 
figures in no-holds-barred street brawl¬ 
ing action. 
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NOSFERATU 


Seta was a surprise at 
the Consumar Electronic 
Show because of the num¬ 
ber of 16-bit titles they 
have in the works. Just for starters 
they have Super Formula One Built 
To Win (which reminded this Pak 


Watcher of F-Zero with no bound¬ 
aries) and a 16-bit baseball game. 
Their most stunning project 
though, is Nosferatu. If you've 
seen Prince Of Ptersia on the PC, 
you’ll recognize Nosferatu since it 
is similar to that game only with a 



horror setting. The background 
graphics are detailed and very 
gothic with super realistic anima¬ 
tion on the main character. Games 
like this show the potential of the 
Super NES to emulate or even 
improve on games from PCs. 





BATTLETANK 


Although only a graphics 
demo of Super Battletank 
was available for preview 
at the CES, the sample 
lookad great. The game allows you 
to take control of one of the 


256 different colors on the screen. 
The digitized press conference 
cinema scene looked like it could 
have come off the 11 o’clock news 
and the tank interiors looked real, 
too. 


Army's M1A1 Battletanks and 
fight in missions that re-create the 
Desert Storm campaign. Pro¬ 
grammer Garry Kitchen used the 
Super NES VGA color mode to 
simulate realistic pictures with 


SUPER RUMORS 


Wanderers From ¥s 

Another popular RPG series from Japan 
is making its way to America via video 
games- Wanderers From Ys (pro¬ 
nounced “ease"). Already In its third in¬ 
stallment in Japan, the Ys series Is 
heralded as one of the best RPGs by Its 
fans. Part of the reason could be the 
deep story line and the actlon/adven* 
ture elements that are worked In You'll 
like the game’s graphics If you’re a fan of 
Japammatlon because the characters 
have that look and feel. We'll have more 
on this one In a future Issue. 


Ultrabots: Sanction Earth 

Data East has begun an ambitious devel¬ 
opment project for the Super NES with 
Ultrabots: Sanction Earth. The action is 
set in the far future and the player takes 
control of an Ultrabot, or giant robotic 
war machine. The viewpoint on the 
action Is from the cockpit of the 
machine, making this one of the first 
vehicle simulation type games for the 
SNES. Data East is also working on Cave¬ 
man Ninja, a translation of the humorous 
arcade action game Joe & Mac 


ivliscellaneous 

We heard about a ton of Super NES 
games at the CESl Here Is a brief run 
down: Chessmaster (Mmdscape), Hat 
Trick Hero (Talto), Hyperzone (HAL), 
Lagoon (Kemco-Selka), Lemmings (Sun¬ 
Soft), NCAA Final Four (HAL), Nolan 
Ryan’s Baseball (Romstar), Paperboy 
2 (Mindscape), RoboCop 3 (Ocean), 
RPM Racing (Interplay), Samurai (Seta), 
Shanghai (Activision), Smash TV 
(Acclaim), Space Megaforce (Toho), 
Super Earth Defense Force (Jaieco), 
WWF Wrestlemanla Challenge (Acclaim), 
X-Men (UN). 
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BACK ISSUES 


Nintendo Power's back issues are avoitable 
individually. Add them to your colfcctfon! They 
contain these exciting reviews: 

Velume 14 (July/Aug. ’90)- Rescue Rangers, 
Snake’s Revenge, Solstice, Crystalis. 

Volume 14 (Sept./Oct ’90) Manioc Mansion, 
Final Fontosy, Roller Games, NES Play Action 
Football, Snake Rattle ’N Roll, Kickle Cubicle. 
Volume IS (Nov./Dec. '90): Dr. Mario, 
Costivvanra HI, Little Nemo the Dream Master, 
Solar Jefman. 

Volume 20 (Jan.’91): Mega Man M, D4|6 Vu, 
Gremlins 2, The Immortal. 

Volume 21 {Feb.'91) StarTrcpics,TMNTII:The 
Arcade Game, Quantum Fighter, Magician, 
Ultima: Quest of the Avatar. 

Volume 22 (March '91 ): MetalStorm, StarTrcp- 
ics, G.l. Joe, Hudson's Adventure Island I. 
Volume 23 (April p 91): Power Blade, Sword 
Moster, Totally Rad, Monopoly. 

Volume 24 (May '91} Vice: Project Doom, The 
Adventures of Lolo HI, The Rocketeer, The Lone 
Ranger. 

Volume 2S (June ’91): Battfetaads, Day 
Dreamin' Davy, NES Open Tournament Golf. 
Volume 26 (July ’91): Robin Hood, Rockin’ 
Kats, The Little Mermaid. 

Volume 27 (Aug/91) Megaman In Dr. Wily's 
Revenge, Ninja Gaiden HI, Dragon Warrior JL 
& HI. >. 



To order your back issues, use the form at the 
front of this issue. 


STRATEGY GUIDES 
AND TIP BOOKS 


Nintendo Power’s Strategy Guides and tip 
books cover some of the most popular games 
ever ond contain the most complete informa¬ 
tion there is. 

■* ■ v “s 

Sfreiegy GuHes How Available: 

Volume 13: Super Mario Bros. 3, 

Volume IS: Ninja Gaiden S, 

Volume 17: Final Fantasy, 

Volume 19: 4* Player Extra 

"ip Bootes Avcrilabte: 

The Legend of Zelda; Tips ond Tactics and 
How to Win at Super Mario Bros. 


To order the strotegy source of your choice, use 
the form at the front of this issue. 
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SPECIAL FIRST- AND 
SECOND-YEAR SETS 


Issues from our first two yeors are availobte 
only in speciol collectors' sets. They cover 
games thot are just os great now as they were 
then, so you won’t wont to miss them. Yau 
won't find these issues at newsstands, and you 
won’t find this information anywhere else! 

The First-Yeor Set include! in- 
depth reviews of the following 
gomes: 

—Super Mono Bros. 2 
-Track t Field 
—Ninja Gaiden 

—Costlevania I—Simon’s Quest 
~-Zelda IT—The Adventure of Link 
—Teenage Mutant Ninja Turtles. 

The Seeond-Yeor Set covers these 
gomes: 

—Mego Man H —Tetris 

—Dragon Warrior —Final Fantasy 

. —Super Mario Bros, 3 



Take advantage of our special offer now. 
These classic issues are avoiioble only while 
supplies last, so use the form at the front of this 
issue to order now! 


PHONE DIRECTORY 


f 



Call for general assistance or ta change your 
address between 4 ojn. ond midnight Pacific 
time, Monday through Saturday, or 8 a.m. and 
S p.m. Sundoy. 


Subscriptions and renewals 
only. Call 24 hours a day, 7 
days a week. 



Stumped by a game? Gall our Gome Counse¬ 
lors for help between 4 o.m. and midnight 
Pacific time, Mondoy through Saturday, or 8 
o.m. and 5 p.m. Sunday. It’s long distance, so 
before you call, be sure to get permission from 
whoever pays the bill. 


PLAYER’S POLL CONTEST WINNERS FROM MAY 1991 

GRAND PRIZE: A HUDSON HAWK SCAVENGER HUNT AND SONY BIG 

SCREEN TV 

WINNER: Ross Moskowitz, El Cajon, CA 

SECOND PRIZES: A MOVIE PARTY AND HUDSON HAWK GAME PAK 
WINNERS: Mike Cavanaugh, Piscataway, NJ; Bobby Johnson, 

Greensburg, PA; Edward Scott, Brewer, ME; David 
White, Springfield, VA; David Wicke, GooseCreek, SC. 


THIRD PRIZES: NINTENDO POWER JERSEYS ’ 

*4 1 * 

WINNERS: 

David Bovitz, Hlbbing, MN, Steven Bunch, Kingston, IN; Adam Butiar, Feiham, AL; 
Andy Capps, Morganfield, KY, Anthony Cardile, Cochranville, PA, Joshua Caulley, 
Shaw A.F B., SC, Waitar Dumas, Tulsa, OK, Derek Fulgham, Oklahoma City, OK, Matt 
Johnson, Antioch, IL, Greg Joplin, San Jose, CA, Andrew Keyfauver, Cbeyenna, WY; 
William A Ladd, Manchester, NH, Doug Levan, Jefferson City, MO; Jawn Marquas, 
Baton Rouga, LA, Bnan Martin, Wildwood, IL, Keith Miles, Green Bay, Wl, Eric Mi lies, 
Oakdale, MN, Eric Murphy, Clinton, IA, John Patamostro, Dallas, TX; Garin Pimia, 
Dayton, OH, Chris Rota, Starling, NY, Kevin Stogner, Savannah, GA, Justin Stout, 
Maple Valley, WA, Michael Toole, Warwick, Rl, Craig Womar, Baltimore, MD. 






























COMING NEXT MONTH 


F-ZERO 

Gather around, racing fans! See what the competition's like in the 26th 
Century, when racing becomes a blood sport. Humans and aliens supply 
the entertainmant on a deadly serious assortment of tracks. 



STAR TREK 

Not the Second Ganerationl For serious Trekkies only, just in time for the 
twenty-fifth anniversary and fourth installment of the movie, comes the NES 
adventure featuring Captain Kirk, Spockand all of your favorite Klingons. 

STAR TREK 

'firt # * 1 / n\ t 9 •// /»• / /r n ij 

METROID: review of the classic 

Before we introduce Metroid 2, we thought you'd like anothar look at the 
original NES hit that pitted Sam us Aran against the Mother Brain in a 
Classic battla for a complex universe. 
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CASTLEVANIA E-ESST 

Drac's back, but so ara the Belmonts. In this great Game Boy version, a 
stage select option lets you choose which of four castles you'd like to 
travel to. Belmont learns lots of new moves in this one. 
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Dear Readers, 

After three years of writing Nester scripts, l thought H was time for 
you fans to get o glimpse behind all the glamour ond glitz. The pro¬ 
cess begins by choosing o short gome tip that can fit Into o few 
fromes. After that. Its story time! As you can see Jn the exomple, 
the story begins as o written outKne, becomes a rough sketch, ond 
finotly, the full color masterpiece you see In Nintendo Power. A long 
the way, three or four drafts and Input from the other Power writ¬ 
ers—useful comments like, “Scott, / think you've completely lost ft 
this time 91 —are standard be/ore the script Is sent to Voyager Com¬ 
munications. Art “Well Named" Nichols, who has been drawing 
Nester for the past six months, sketches the roughs and the final 
Ink drawings, bringing my Ideas to life. As for Nester. he just thinks 
fm some weird fantasy being wha puts words In his head. He could 
be right 



Scott J. Pelfand 
Power Editor 


7 NHtar la consulting an wicbon program while Howard 
spoaka If we can sea the program the Re lire ad could be 
crossed out end llfinoi* Avenue would bathe next property 
on the block, 

Howard ‘You muil have really wantad that railroad I 
figured you were saving up f« Illinois Avenua to make e 
monopoly Mora paopla lend there then enywhare else In 
town ‘ 

Nosier (thinking emnglyf He's s© jesloue ha e turning 
green My faverits color 
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Nintendo gives you the power to choose. 
Classic power. Portable power. Super 
power. Any wa^you play, you'll win 
with Nintendo^three times over. 







































Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



